OFFICIAL 





2W* 



ISSUE 18 £2.75 
APRIL 1997 



IT ' I 



THE MONSTER HIT OF '97? 






t 




PLL 

SYNDICATE WARS 



SKY TARGET 
SEGA TOURING CAR: EXCLUSIVE AM ANNEX INTERVIEW 




3W?? 




•' > * \ r& 



SEGA SATURN MAGAZINE 



[. J CONTENTS 




. CDopti C]pg[ini} Spottymaodr 




I COVER STORY I 



SEGA SATURN MAGAZINE USE 

OH I DOLBY SURROUND | 

TO TEST ALL SOFTWARE 



14 DUKENUKEM3D 

You can expect nothing more than rumours and speculation 
from those that purport to be our opposition. With our 
exclusive SATURN shots of Duke, plus full-on interview with 
Lobotomy Software, you'd better ready yourself for what is 
guaranteed to be one of the greatest Saturn games of 1997! 






^■BIG IN JAPANI 

58 ELEVATOR ACTION RETURNS 

An all-new section in SSM, where we highlight 
awesome games available in Far East which 
really deserve an official release. This month, 
the foliow-up to one of the most fondly remem- 
bered coin-ops of yesteryear - Elevator Action! 

■FEATURES ^^^^^^H 
46 TOURING CAR 
CODERS QUIZZED! 

A SEGA SATURN MAGAZINE inquisition of out- 
standing proportions, our Japan Editor, 
Warren Harrod, visits the newly established 
AM Annex and talks to the man behind Sega 
Rally, Manx TT and of course, Sega Touring 



Car, Tetsuya Mizuguchi! 



■ COMING SOON I 



18 SYNDICATE WARS 

In what has now been confirmed as the last Bullfrog title to hit 
the Saturn (so, no Dungeon Keeper thenl, Syndicate Wars is 
coming along very, very nicely indeed. Once again, check out 
the first Saturn shots of the game along with an in-depth chat 
with Bullfrog's ZZKJ, veteran programmer behind this epic. 



IB COIN -OPERATED I 
82 RED EARTH 

The very first Capcom arcade game to use the new CPS-III 
board has finally hit the arcades... and SEGA SATURN 
MAGAZINE has the full story, plus exclusive screenshots (of 
course). So... is Red Earth any good? Does the concept 
warrant the new technology? Find out now! 





THE ART OF STAR WARS 

Hey, just for a few pages this issue v 
totally forget about the Saturn and 
immerse ourselves in the wonderful 
Star Wars universe! The films are back 
and better than ever and everyone': 
talking about Star Wars. So we are, a 
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MANXTTSUPERBIKE 

Last month we promised the very best in Manx 
TT coverage! Get the full lowdown on this most 
awaited of Sega Saturn titles right here, 
including full options and course breakdowns! 
And don't forget, you can get a fiver off this 
game by flicking to the review! 

MASS DESTRUCTION 

It's a game about tanks and destroying things 
in what can only be described as "spectacular 
fashion". Harkening back to an age where 
videogames were about skill and racking up an 
enormous score, Mass Destruction is well 
worth the showcase we have awarded it! 
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le cannot describe the power of this month's SECA SATURN MAGA- 
jrly happy with our world exclusive Duke Nukem 3D feature, which 
>5 of what is going to be one of 1997's hottest games,., on any home 
t too shabby either, and features- wise, you can't get much better 



than an in-depth interview with Tetsuya Mizuguchi - the creator of Sega Bally. Ma 

(also in this issue) and Sega Touring Car Championship. If you think this is good, 

ain't seen nothing yet. If all of our plans come to fruition, you CI 

expect some frankly amazing stuff. . coming soon. In the meant 

I'm going to give you my personal guarantee that SECA SATURN 

MAGAZINE will continue to be your finest videogame read each 

and every month. Not only that, but I also reckon that we'll easi 

being able to provide you with the cheapest demo discs... 

and they'll all be of the HIGHEST quality. Oh yes. 

Rkhard Leadbetter, 

Editor 




RESIDENT EVIL: 

FIRST SATURN SHOTS 



Saturn Resident Evil promises 
to include far. far more than 
the PlayStation original. 
Wore details in the next Issue 
ofSEGA SATURN MAGAZINE! 




On these pages, you'll find the first Saturn shots of Resident Evil. There's 
only three of them, but rest assured that they are the only SATURN shots 
of the game that Capcom of Japan have released to the press. Any others 
you might have seen are merely PlayStation shots. 

How do we know this? Well Capcom of Japan held a special press confer- 
for the Resident Evil series in Japan on February 17. where they discussed 
the Saturn version of their seminal classic, along with their plans for Resident 
Evil 2 on the PlayStation 

The programmer of the Saturn version was on hard to tell the vast assem- 
blage of journalists about his work and he was most enthusiastic indeed about 
their achievements to date. The screenshots show a game that is virtually identi- 
cal to the PlayStation original, a fact that he was extremely proud of. But it gets 
better... After the original Sony game was complete, the developers at Capcom 
up with the idea of producing a enhanced version of the game internally 
dubbed BioHazard Dash (BloHazard Is the Japanese moniker for Resident Evil). 

of the game would feature many small tweaks to the gameplay 
along with changes to the plot of the original game. 

Well, despite the Dash edition never reaching the shelves, 
Capcom held on to the ideas and they are all included in the forth- 
coming Saturn version of the game! So. yes. yes. yes and yes - the 
Saturn version will be superior to the PlayStation game. 

One downer concerns the release of the game Despite the 
that adverts have appeared in the Japanese press, 
Resident Evil has been put back until the summer. Now 
that could mean anything from June to September, 
knowing Capcom s release strategies, that proba- 
means closer to September! 

As for the rest of the press conference. 
:apcom stated that PlayStation Resident Evil 1 has 
bee n taken back right to the beginning of its 
development cycle The entire plot and setting is 
being completely changed and RE2's release has 
spring to winter '97! 
irs persist that the sequel is also 
to Saturn. There was no offi- 
onfirmation of this at the press confer- 
. probably because of the huge delay 
'layStation version has encountered. 
ever, the possibility remains likely. 
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QUAKE: EXCLUSIVE 
NEWS SENSATION! 
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'Tilly. Sega of America finally got 
]und to announcing that it had 
I licensed three major products from GT 
interactive. Abe's Oddysee was revealed last 
month, Duke Nukem jD is exclusively 
issue. Now details have finally emerged regarding 
Quake, possibly the most exciting game of the bunch. 
Although there has been no official confirmation 
from any division of Sega yet, it would appear that 
Lobotomy Software have been handed the 
work, with the conversion to be handed in literally weeks 
after the team have completed Duke Nukem 3D (see the 
Coming Soon starting on page 14) We had some inkling 
that Lobotomy might be carrying out the translation, 
hence the inclusion of some Quake-based questi 
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As far back as issue #13, SEGA SATURN MAGA- 
ZINE has been pressing "the powers that be" that 
Lobotomy are just about the only team in the world capa- 
of producing an excellent Quake conversion. The fact 
Sega of America has realised this is great news for 
Satum fans, especially when it becomes evident that the 
previous team handling Saturn Quake were encountering 
severe speed and frame rate difficulties with the conver- 
sion When it comes to 3D corridor games, no-one knows 
the Saturn's capabilities better than Lobotomy. Expect to 
see the first set of screenshots EXCLUSIVELY in a 
forthcoming issue of SEGA SATURN MAGAZINE. 








RUMOURS CONTINUE 

a ™eek can go by -ithout tone ntw 



EMLIN BUY IMAGITEC 



While It's unlikely that Saturn Quake will have 
quite the resolution of the PC version {pic- 
tured), you can be assured that It will be a 
game or the highest quality thanks to 
Lobotomy Software. Obviously their engine will 
need a bit of work in order to produce the 
lumrly shadows and what- have -you, but you 

qualified In carry out the conversion. Let's 
hope there's a two-machine link-up mode... 
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SSM IN NEW DEMO 
DISC FRENZY!!! 

Next issue in SEGA SATURN MAGAZINE we'll be bringing you an amazing cover- 
mounted CD that other magazines could only dream of. Rather than bung out a 
one level demo CD every month of a single game and charge an extortionate 
amount of money for it we've waited patiently for a bumper crop of games to 
feature on one of our best cover-mounted CDs to date. 

SEGA FLASH VOLUME "4 features three excellent playable demos of some 
of Sega's latest releases and a vast amount of FMV footage featuring some of 
the hottest titles around. Take a look what's in store... 

PLAYABLE LEVELS 

SWK3DBUST 

After waiting for what seems an eter- 
nity, the long awaited debut of Sonic 
on the Saturn is an enhanced version 
of the Mega Drive hit Sonic 3D: Flicky's 
Island. Adding an isometric twist to 
the previous Sonic formula and with 
an all new style of gameplay. it may 
well not be the Sonic title that Saturn 
owners wanted but a fine game never- 
theless. One of the highlights is the 
Sonic 2 style special stages featuring a 
light-sourced polygon Sonic running 
through the tube sections collecting 
rings. These parts were actually coded 
by the Sonic Team, hopefully an indica- 
tion of what's to come later in the year. 
WHAT YOU GET; Thi whole of the firit 
level li playable Including the excellent 
ipeclal stage featuring Knuckles. 
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DIE HARD ARCADE 

Originally produced by AMi in the 
arcades using Sega's ST-V "Titan" soft- 
ware, the Saturn conversion is pixel 
perfect In similar vein to Streets of 
Rage, it's a scrolling 3D beat em up 
where the player uses the familial 
punch and kick combos to defeat the 
hordes of bad guys who have kid- 
napped the President's daughter. All 
manner of weapons from a broom to 
a racket launcher can be used as you 
wander around from one scene to 
another in an attempt to thwart the 
enemy It makes an excellent break 
from your average beat 'em up and it's 
frankly excellent! 



WHAT YOU GET: The first few icenei ol 
the game and tome cool weapons to 
collect. You'll have some ace fun with 
this one, we tell you! 

VIRTUAL ON 

Back by popu^: 

one- on- one robot blaster features 
some of the best 3D graphics and 
involving gameplay ever witnessed or 
the Saturn. Technically outstanding 
with two split screen set ups for some 
awesome two-player battles, we liked 
it so much it received a massive 93% 
Though a little confusing at first with 
a complex control system, once you'vt 
discovered the various tactics and 
strategies it becomes amazingly com- 
pelling. If you don't own it already, 
this playable demo should convince 
you to buy it this instant! 
WHAT YOU GET: Battle at any of the 
robots an the harden difficulty level 
against the first robot. The cool Intro's 
in there tool 




PLUS FULL-MOTION VIDEO! 



Ned, Sega 



Sega Flash volume #4 appears on next month's edition of SEGA SATURN 
MAGAZINE, price £450. Unfortunately, the CD is not available on issues of the 
magazine sold outside of the United Kingdom. 
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^H Send us your top ten names and you could be mentioned in this small but significant space next month! 

■ ton also get a game for your trouble! How lovely! Send 'em to RUDER CHARTS, SEGA SATURN MAGAZINE. 
[Ui^l^^^ll^^n ™ m CnURr ' 30 ~ 32 FAflFIINGD0N l,NE ' LONDON. EC1R 3AU. This month's reader chart conies from Gehan 
— .... . Mt ^^^^^^^^ Pathlraja of Bnghtan wtio gets ^ game despite mentioning Soviet Strike which isn't out at the time of writing! 
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GRAB SOME RADICAL AIR 

After the deluge of skiing and snow boarding games that have recently invaded 
our arcades, it was only natural that this naze would filter down to the super con- 
soles. Zap! Snow Boarding Trix IS the first to appear on the Satum and allows play- 
ers to catch some "rad air" or "mad aerials ", dude 

There ate two distinct playing modes featured in the game. The first is the 
race mode which allows you to race one-on-one with another baggy clothed 
boarder down the side of a slippery mountain on a glorified plank of wood risking 
life and limb to become the snow boarding champion. Three different courses are 
available to rare on and with a choice of three different boarders each with vary- 
ing speed and cornering abilities.The second mode is the tricks section, where you 
career down a straight slope with all manner of jumps and ramps allowing you to 
perform various snow boarding trickery. Points are awarded for each trick you pull 
off and can be entered in the high score table for you to come back to and beat 

Comparisons will no doubt be made with the PlayStation title Cool Boarders 
and as such ZAP! Snow Boarding Trix looks as though it could well surpass it. with 
better movement in the boarders, better clipping and more freedom on the courses 
too. Although already available inlapan. as of yet it is undecided as to whether this 
will receive an official UK release. Hopefully more news on this soon. 




WIN ID4 ON VIDEO! 

FIVE COPIES OF INDEPENDENCE DAY DP FOR GRABS 
PLDS FIVE COPIES OF THE DAY THE EARTH STOOD STILL! 

You've watched the movie, you've played the game now win the video! Yes 
Twentieth Century Fox Home Entertainment are offering five lucky winners 
a chance to get their mitts on a copy of Independence Day, the 1996 box 
office smash that's selling even faster than the latest issue of SEGA SATURN 
MAGAZINE (only just mind) I D4 features some of the most amazing special 
effects ever seen, is THX digitally remastered and is available to buy in both 
Fullscreen (£15.99) and Widescreen (£16.99). As if that wasn't enough Fox are 
also also giving away five copies of the classic 1950's sci-fi film, The Day the 
Earth Stood Still to complete your collection of alien invasion-type flicks. To 
win a copy of both videos just answer this brain-draining question: 

ID4 star Jeff Goldblum is due to star in which prehistoric 
movie sequel this summer? 

If you think you know the answer send your entries to the usual address 
and mark them KLAATU, BARADA, NIKTO! Correct answers will be drawn 
at random and each winner will receive a copy of both Independence Day 
and The Day the Earth Stood Still on video. 



.. Well stick it in the Big in Japan 
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SNK SEGA SENSATION #1: 

METAL SLUG! 



SNK continue in their endeavours to bring their finest Neo Geo arcade wares to 
the Sega Saturn. Their latest announcement concerns Metal Slug - their popular 
side- scrolling shooting game (for one 01 two players), released on Neo Geo in the 
summer of last year. Metal Slug is one of the most playable, enjoyable shoot 'em 
ups released last year. It combines elements of Contra and Gunstar Heroes and 
adds in a very healthy (some might say a bit sick actually) sense of humour It 
also happens to contain some awesome power-up weaponry and plenty of boss- 
es to blast through, as you can see 
from some of the shots on these 
pages There seems to be a bit of a gap 
between Japanese and European SNK 
releases (like try ten years - if we're 
lucky), so we can't be sure as to when 
this game will appear on this side of 
the world, if at all But rt 
we will be investigating. In the n 

le lovely screenshoi 





SNK SEGA SENSATION #2: 

KING OF 
FIGHTERS '96 




SNK have released a new King of Fighters game in Japan. King of Fighters '96 
ally comes in three different formats. The first, CD only, has long loading 
and reduced animation It's worth coughing up the extra for the RAM cart 
rendition of the game, which boosts the Saturn's internal memory by 33%. thus 
enabling every frame of animation from the coin-op to be included. The final 
version of the game is the BOM cart edition, which reduces loading time (it's all 
automatically on the cart). This maybe faster, but it only works with KoF '96. The 
good thing about getting the RAM edition is that the cart works with other 
games, notably Real Bout Fatal Fury and Capcom's forthcoming CyberBots. But 
still, onto the game proper. The good news is that King of Fighters '96 is much. 
much more of a sequel than 95 was. The last version was great, but it only had a 
few new moves and characters. Not so this latest edition, which features all-new 
graphics and radically different moves lists for the established characters. The 
SNK tradition of awesome quality backgrounds and superior music is also con- 
tinued in this fine game. Of course, us European gamers are still waiting for an 
official release of KoF '95. Well it would appear that Sony have signed up some 
kind of lock-out agreement for Europe, meaning that the inferior non-cart 
PlayStation version will appear some months ahead of the Saturn game. SSM's 
advice to Sega would be: forget about '95 and get '96 instead! 
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THAN THE PC VERSION? 

J! rightly proud of the 3D engine they 

have created for the Sega Saturn. Many people actually thin 



LOBOTOMY INTERVIEWED! 

DUKE NUKEM PLANS REVEALED! 

In a world exclusive, Lobotomy Software kindly agreed to be interviewed by SEGA SATURN 
MAGAZINE and revealed the full extent of their incredible plans for the Saturn version of Duke 
Nukem 3D! Read on, and prepare to get most excited indeed... Interview by RICH LEADBETTER 



SSM Right at thil moment, what'* the 
it ate of the play with tha con ver jion 
from the PC to tha Saturn? Wh*t have 
you achieved now and what'i naxt on 
tha lilt? 
LOBOTOMY We are currently working 




SSM What art your thought* on the PC 
version of Duke Nukem 3D? 

LOBOTOMY We were developing 
Exhumed PC at the same time Duke 
was in development, so we are very 
familiar with the Build engine and how 
complex a game can be done with it, 
while still being very fast. Duke was 
designed with the intent of pure action 
and lots of tricks. Exhumed on the 
other hand is more of an action 
adventure that has a very different, and 
we think, better feel. Overall, Duke is a 
very cool and fun game, 

SSM What did you think when you 
were confronted with the talk of 
bringing the game onto the Saturn? 
LOBOTOMY Can the system handle the 
complexities of the game and can we 
do it justice? We mulled this over for 
quite some time before we were confi- 
dent we could do a killer Duke game on 
the Saturn. Once we reached that point 
of confidence, it was an opportunity we 
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SSM How did Lobotomy coma around 
to getting the alignment? 
LOBOTOMV Another company had been 
contracted to port Duke to Saturn, but 
the system just couldn't handle a direct 
port of the Build engine and still have 
an adequate frame rate. When 
Exhumed was released for Saturn, we 
demonstrated an engine and game sys- 
tem that could run circles around other 
3D corridor games. When Sega realized 
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SSM Since our lait Interview, how hat 
Lobotomy changed? Are you using the 
(>ma core team for Duke Nukem or 
have you expanded? 
LOBOTOMV The company hasn't 

applying more resources to Duke than 
we have on any project we've done in 
ery important the game 
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quality possible. Basically half tl 

pany is working on Duke and the other 

half is working on another project. 

SSM Are you working on mora than 
one project at this time? 
LOBOTOMY We are doing several pro- 
jects, in that we are still putting the fin- 
ishing touches on the PSX version of 
Exhumed, working on Duke, starting 
pre-production on an original 
Lobotomy game, and beginning pro- 
duction on another jD Saturn title. 

SSM There wai talk of an Exhumed 
sequel... Are those plans on hold now? 
LOBOTOMY We are still talking about 

likely be an all-new adventure, rather 
than a rehashed version with different 
levels and a few new monsters. 

SSM Are you using the Exhumed 
engine to run Duke Nukem )D? 
LOBOTOMY We are indeed using the 
Exhumed engine. It's a proven technol- 
ogy and performs very well. In order to 
handle the large expanses of open 
space in Duke, we had to modify the 

frame rate. We ended up in 
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number of polygons contained on a 
wall are reduced as you get farther 
away from it Visually you can't really 
tell the difference, especially when dis- 
tracted by monsters trying to kill youl 
We also enhanced the lighting capabili- 
ties of the engine and added support 
for the blood splatters on the wall and 
various other tricks in Duke. 

SSM The Ei homed engine boasts a 
number of impressive lighting effects 
which aren't present in PC Duke... 
LOBOTOMY Yes all the cool lighting and 
effects in Exhumed will be present in 
Duke, but in a different way. So far the 
effects we have implemented are really 



SSM In the last Interview, Ear* 
Dralsbach mentioned the possibility of 
speed Increases and Improved dynamic 
lighting. Will any of this surface In 
Duke Nukem )D? 

LOBOTOMY The speed of the engine is 
faster, but the complexity of the game 

probably be a wash and the game will 
be similar in speed to Exhumed. As 
stated in an earlier question, the light- 
ing is in many ways improved over the 
lighting in Exhumed, Most of it is just 
how the environment reacts to the use 
of cast lights and dynamic lighting, and 

cally different from the Exhumed light- 
ing, even though the technology behind 

SSM Considering the differences In avail- 
able memory between the PC and 
Saturn, will porting across any of the lev- 

LOBOTOMY There is a limited amount 
of memory available on the Saturn and 
we are finding creative ways to exploit 
all of the memory available. With 
Exhumed PC, using the Build engine, 
we went crazy using all kind of art, 
because the graphics cache system 
worked very well. We don't have that 
luxury on the cosoles, but thus far we 
have been able to deal with it effectively. 

SSM Are you planning on incorporating 
all of the levels of the PC game? Will 
there be any compromises? 
LOBOTOMY At this point there aren't 
any plans to scrap any levels. However, 
many of them are being massaged so 
:e the game experience 
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SSM Do you have the option to 
Improve on the original PC game as 
you fee fit? Team Dolls II, perhaps? 
LOBOTOMY We are doing a port which 
by definition is as close to the original 
as possible. It hasn't been decided if we 
will offer any secrets not originally in 
the PC version. 

SSM In terms of mufti-player activities, 
what are you planning to do In this 
regard? What modes will there be? 
LOBOTOMY This is something that is 
yet undecided. There are pros and cons 
for multi-player support and I 

Obviously Netlink support w 
very popular among Netlink 1 
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putting in all the weapons and mon- 
sters We will deal with all the 
interactive tricks last. It's actually fun to 
play right now and we've only been 
actively coding for a little over a month. 

SSM At the same time that Sega revealed 
that they had signed up Duke Nukem, 
they also revealed that Quake would be 
heading for the Saturn at much the same 
time. The big question everyone Is asking 
at the moment is, can the machine han- 



LOBOTOMY Quake is a very technological- 
ly demanding game. From what we know. 
Sega has great confidence it can be done 
on the Saturn, and they should know. 

SSM With both games due to appear 
within month i of ona- another, does 
this increase the pressure on your Duke 
Nukem work? 

LOBOTOMY We have seen the work 
that has been done on Quake for 
Saturn, and we are confident our engine 
is superior. That lessens some pressure, 
and having the engine technology in 
hand lets us concentrate on the game. 

SSM Searing in mind the poor quality 
of Saturn Doom and the so-so nature of 
the Heien engine, do you feel any pres- 
sure to innovate a technology already 
way in advance of the competition? Do 
you believe that there is anything else 
you can coax Out of the Saturn? 
LOBOTOMY No not really. There isn't 
much pressure to do more with our 
technology than we are doing with 
Duke. I'm sure more can be coaxed out 

of the Saturn, but for us it Will take pro- 
gressively more time and effort to do SO. 

SSM Obviously, Duke Nukem Is an 
eagerly awaited title and It can only be 
good news that Lobotomy are on the 
job. Is there anything extra you'd like 
to tell our readers about the state of 
your conversion that we haven't 
already covered? 

LOBOTOMY There will be a lot of hype 
about this game, and it's all truel 
Seriously, in many ways this game will 
rival the PC version. We are concentrat- 
ing on making Duke fun to play and 
exploiting the technology we have 
available to support that goal. If you 
like Exhumed, you'll love Duke on the 
Saturn. If you haven't checked out 
Exhumed yet, you should (shameless 
plug) Thus far, nobody has been disap- 

SSM You're damn right there. Thanks. 
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SKY TARGET 



After a recent trip to Sega HO to test their latest wares, one of the biggest surprises (of which there were plenty) was the first 
playable Saturn version of Sega's Model I coin-op Sky Target. Want to know more? Read on... 




□ 



lubt many of you will be wo 
it Sky Target is, not that it t; 
:h working out. It's an lnto-t 



3 SHOOTING 



HUGE BOSSES 



Taking a leaf out of Panzei Dragoon's book, if 
such a thing existed, Sky Target has huge end- 
of -level bosses making youi fighter plane look 
pretty puny in comparison. Destroying these is 
not an easy task and it's made worse by the 
fact that there's a time limit, adding a sense of 
urgency to your aerial antics. Seriously, these 
great bosses really are worth looking 
for in Sky Target. 



vein to the classic sprite scaler coin-op Afterburner 
and was first revealed at the 1AMMA show in Japan 
at the back end of 199s to a warm welcome. In 
keeping with Sega's tradition of converting their 
Model 1 coin-ops, a Saturn version seemed merely a 
formality. Or so we thought. 

Sega's coin-ops of late, notably Man* TT and also the 

being carried out by Sega themselves It's being done 
instead by the team responsible for the Ecco the 
Dolphin games on the Megadrive. Only now, 18 
months after the release of the arcade game are we 
beginning to seethe fruits of their labour. 

Sky Target has you piloting a state-of-the art 
fighter plane through enemy territory on a mission to 
destroy a stolen top secret prototype fighter. What 

meplay terms is blast the living day- 
lights out of anything that moves using your machim 




Once you've defeated the enemy fighter planes 
you then come face to face with the er 






of level boss which is usually a heavily armoured and 
well fortified plane of gigantic proportions. This part is 
made especially difficult by the small time limit you 
are allocated with which to destroy it. 

As is the case with most garni 
are given a choice of four different vie 
n from. There' 
tip of the nose cone view, the fly by th 

the standard chase view and 

slightly further back view. Vou also have a choice 
four different fighter planes to pilot each of wh 
differ in terms of manoeuvrability. There's the 
Tomcat featured in Afterburner and the Tom C 




If you don't manage 
range with your craft 
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segas classic Afterburner gets the Nineties treatment in sky Target! 

Classic gameplay benefits from awesome 3D VISlials! 



the F-17 is beyond me. Although Sky 


Target expand- 


is still very early in development. Of the four fighter 


ed upon the original premise of Afterburner and 


planes that were in the arcade game only one of 


utilised the awesome power of the Model 2 board. 


them has been programmed in and handles quite 


for some reason it was nowhere nea 


as popular. 


well with the others being present on the select 


This probably explains the large deli 


y between 


screen. Likewise only the chase view is available 


the arcade release and the Saturn ve 


rsion 


at the moment, but rest assured that the 


and why Sega aren't doing the conv 




*^- other three will make their way into 

Rhfek thefinalversion. 


But what about the Saturn 




Sky Target appears to be on 


version? Well although at a very 




-r schedule for a summer release, with 


early stage in development with 


^^■^■M 


m — m the main problem that the program- 


only a couple of levels playable it 




b^^fj mers are facing right now being how 


TZVyZ^ZZ'"^, 




^^B to make a rather shallow arcade e«pe- 
"T^^^^^W hence into a lasting console game. 


than the arcade original as is the 


*" 7 "" ' #• 


^Bfr*^r Obviously this will arise through Saturn 


frame rate. But it all appears to run 




HL^f~ specific features, such as the Ranking 


very smoothly at the moment with 




J^^^^ Mode. The smart money however will be on 


noticeable slowdown even when th 


screen 


extra planes, different weapons and maybe extra 


is full of enemy bogies (I think that' 


the phrase). 


levels. Who knows? One thing's for sure is that we're 


However the action was a bit sedate 


d on the early 


going to be following how Sky Target progresses very 


version we played and not the in yo 


ume'saTd^it 


closely over the coming months until its release. 

2* 



MORE F-ING PLANES 



Improving on the original Afterburner formu- 
la there are four different fighter planes for 
you to choose from. Each of them handle quite 
differently, though only one of them is 
playable at this early stage in development. 
There's the F-14 Tomcat, the F-15, the F-16 stui 
fighter and the Rafale M 




As you fly across the stages you can expect to see some .around- 1( 
By the way, the light suurcing en your aircraft looks cool! 




"Lock on baby! I'm getting a hard on!" Oi Browne flies again! 
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I INDEPENDENCE DAY 

Be warned, aliens are about to invade Saturn! Yes, the question of whether or not we're alone in the universe may about to be 
answered. Fox Interactive and Electronic Arts prepare to unleash the game of the video of the movie of the decade... 




Despite a few graphical glitches, the visuals in Independence 
Day are usually a let better than this. 



As Fox Interactive have access to the original 
source material the console versions of 
Independence Day will feature a healthy 
chunk of digitised movie footage. The intro 
itself seems to last forever and theie are strate- 
gically placed clips between each stage. Of 
course the Saturn's video playback capabilities 
are hardly legendary but I D4S reduced window 
should result in some high quality FMV. 



ndoubtedlythei 

cessful film of '96, Independence Day 
been hailed by many as being bigger 
than Stat Wars. Yeah, right. ID4's brea 
it effects may have helped make it a 



ters and a sieve-like plot are hardly likely to usur; 
George Lucas's epic space trilogy from its number 
spot. Still, for sheer entertainment value, this every- 
day tale of 'Us vs Them' can't be beaten. Whether it'; 
the nail-biting terror of watching extraterrestrial 
invaders turn our cities into rubble or the adrenalin- 
Independence Day would seem to have it all. As with 
is inevitable there 
uld be a console game based on the film's more 
After the success of both Alien 
Trilogy and Die Hard Trilogy it should come as no sur- 
prise then to learn thai Fox Interactive are busy 
putting the finishing touches to the Saturn version ol 
Independi 

Scheduled for release on March 15, both the 
Saturn and PlayStation versions of ID4 were originally 
to arrive to coincide with tr 
launch. However, extra development tin 

; finished 
product is worthy of such a high profile 
licence. With 3 film that has grossed 
over S680 million worldwide both 
Twentieth Century Fox and distributor 
Electronic Arts are obviously keen to main- 
tain the quality of ID4 regardless of format. 

Although it's never revealed in the game, it 
would seem players take on the Will Smith role as a 
hotshot US Airforce pilot intent on stopping the alien 
invasion once and for all. Although the game contains 





12 challenging levels, the basic scenario remains much 
the same as your mission involves flying a variety of 
aircraft (both man-made and extraterrestrial) into 
enemy held territory Players are required to guide 
their craft over a scrolling 3D landscape using seat-of- 
the- pants flying to survive laser-blasting alien attack- 
ers and take out shield generators located on the hull 

devices are usually well protected by armoured gun 
emplacements and as such may require multiple hits 
before the mothership is disabled. If 
players fail to take out the target 
Mnasettime limit, the alien craft 
a lethal energy beam, decimating the 
; area and toasting the locals. Obstacles 
are provided by way of 3D scenery, such as buildings 
and rock formations, and players will often find them- 
selves successfully dodging a pursuing foe only to 
smash into a well-placed canyon wall. Each craft is 
equipped with such state-of-the-art weaponry as 
chainguns and heat-seeking missiles although sup- 
plies are limited so keep an eye peeled for icons scat- 



Cash-in alert! Independence Day lands on Sega Saturn! 

It's a pseudo-flight Sim blaster with actual footage from the film! 







yi 'mm 
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Based on scenes from the movie this game gives you the opportunity 

to fly plenty of aircraft including the crashed alien saucer! 



tered throughout eacl 



■I. Standard 



:m.w 



whilst your fighter is also equipped with a i 
detection system and personal force shield. 
Completion of later stages allows access to improved 
aircraft such as the shapely form of a high-tech stealth 
fighter and, ultimately, an alien scout craft. During 
missions players can select a variety of viewpoints 
including the obligatory in-ccckpit option as well 



rs fro: 



i behii 



1 fro 




a- even from missiles when launched. 

j In one player mode, ID4 may resemble a latte 

lock day Afterburner but the game's two-player head-h 
head option adds a whole new element to what rr 
appear to be a straightforward shoot-'em-up. Utili: 
a split-screen approach, players select one of ten a 
craft and attempt to defeat each other in aerial do 
fights with the loser facing an untimely demise at 

Although still unfinished at the time of this v 
ing, ID4 seems to have enough action and multi-p 
er mayhem to do the film's licence justice even if s 
liberties have been taken with the plot. Saturn ow 
can expect a full review nest issue and if you're bit 
ested in winning a copy of Independence Day on v 

up for grabs! 






DE PLANE BOSS, DE PLANE! 


Initially players are only granted access to one 
standard aircraft, an F-16. Successful comple- 
tion of each stage adds more vehicles to youi 
roster. Complete the game and you can then 
tackle any stage whilst flying any craft. Each 
fighter has various capabilities such as the 
ability to carry a heavier payload or enhanced 
manoeuvrability. 

I The *-10 "TankBustar" The stealthy F11T fighter. 

The F-15 Strike Eagle. The bog standard FIB. 


1 Hie durable F/A-18. One of the best, the SU-2T. 
X-!9: it's very speedy. The YF-22 Rapier. 
The so-so Eurofighter. Orjoh. It'i a YF-23! 
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CRYPT KILLER 



Who says there's too much violence in videogames? Well it's certainly not Konami. as they're about to release their violent arcade 
shoot 'em up Crypt Killer. 




(Left) The sii different levels are accessible from the very 
beginning. (Right) Tul Bryner makes a surprise appearance. 



TWO CAN PLAY THIS GAME 



-op, Crypt Killer has a simultane 
ous two-player mode which is good fun if you 
have two guns but it's a bit crap if one player i: 
using a pad. The screen does gel rather ronfus 
ing at times though when there's two guns 
blasting away at once but it does make 
pleting the game slightly easier. Recommended 
for one of those after closing time drunken 
videogamt 



them in the arcade, never mind handing over forty quid 
for a Saturn version. Well Konami are hoping! 
this trend with their latest release, a conversion of the 
arcade shoot 'em up Crypt Killer. 

To be honest, most first-person perspective sh 
'em ups don't differ all that much and Crypt Killer is no 
exception. Sticking to the tried and tested gameplay 
of the many before it you simply blast everything that 
enters your field of vision. Shallow maybe, but fun 
nevertheless. To this effect you are fully armed with a 
handgun and six shells, which when depleted can be 
reloaded by shooting outside of the screen (where 
have we seen that before?]. In addition you carry sev- 
the effect of clear- 
;n off all the enemies. Power-upscan be 
;o found along the way too. which when collected 
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One blast from a shotgun and these hell fiends soil I their guts. 



sticking to the tried and tested gameplay of the many before it 

you simply blast everything that enters your field of vision. 



until you get gunned down like a stinking pig. Some 
power-ups contain extra lives too, which ate essen- 
tial for completing the game. However it's not gang- 
sters you're fending off on this occasion, but hordes 
of garish mutants attempting to sap your soul of its 
will to live. Or something like that. There are shed 
loads of skeletons hurling ribs at you, a gargantuan 
amount of gargoyles, decomposing zombies, the 
seven-headed Hydra, the nuisance of the Nemesis 
and the snake ridden Medusa. 

There are six dark and eerie worlds for you to 
wander around inhabited by the undead and with a 
large boss character at the end waiting to thwart your 
progress through to the next level. Each of these levels 
are selectable at the very beginning allowing you to 
complete them in any order you want. In similar fash- 

gameplay of most first-person shoot 'em ups by incor- 
porating multiple routes into the gameplay. This 
means there are loads of different ways to complete 
the game adding to the games testability somewhat. 




Danger lurks round every corner, like these particularly II 
blue things that fire blue things at ynu. 



In a similar way to Virtua Cop J, Crypt Killer 
features multiple routes in an attempt to get 
away from the linear type of gameplay. This 
effectively doubles the size of the game and 
there's already six levels in there. To access 
your chosen route midway through the 
level, you must shoot away the chains that 
lock the e: 




though most of the time you progress through a pre- 
determined route. 

Whether Crypt Killer can repeat the success of the 
arcade version remains to be seen. Although arcade 
perfect in the graphics stakes, the sprite-based ene- 
mies look very pixilated and ugly up close. But possibly 
the biggest problem is that the main appeal of the 
arcade game was the pump action shotgun which was 
used to blast the enemies with. Somehow using the 
Virtua Gun just doesn't quite feel the same, though it's 
infinitely better than the standard pad. The two-player 
mode of the arcade has made its way in to the Saturn 
version which makes it slightly easier but at times con- 
fusing as you've little idea as to who has killed what. 

Over the past few months we've seen the likes of 
Chaos Control, Mighty Hits, Die Hard Trilogy and Area 
51 all utilising the virtua gun Whether Crypt Kill 



ished. Rests: 



;h;i: -. 



itfin- 

c forth 
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RETURN FIRE 

Over the last few days we've been working up a sweat by having some furious tanking sessions in the SSM office with the unexpected 
arrival of this month's second tank related game Return Fire. Prepare yourself for battle. 
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Destroy the tower and retrieve the flag to win the game. 
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RACE TO THE FLAG 



Return File is regarded by many, myself 
included as one of the greatest two-player 
games ever. It's sort of a race to find the 
opponents flag before he finds yours. This 
gives rise to some awesome head to head bat- 
tles and cheesy tactics. 
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eturnFir 



Is the ! 



Amiga game Firepower ; 
appeared on the 3DO 501 
fact, if truth be known it 
few games actually worth purchasin) 
fated console. It was also released or 
PlayStation last year to a warm respc 
now the inevitable Saturn conversior 



irtoc 



mpletion. 
The basic idea of Return Fire is 
simple enough. Infiltrate the enemy 

as much death and destruction as 

you can along the way Simple. Well 
base is heavily fortified with various 






There are four vehicles at your disposal each of 
which are interchangeable during the course of the 
game. The key to success is selecting the right vehi- 
cle for the right task. So for example you could use 
the tank to bl3st through the enemy defences 
before changing to the jeep to retrieve the flag as 
it's the only vehicle that can carry It. 

Possibly the best feature of Return 
e though is the superb two-player 



eftai 



capturing gameplay of the single- 
*" player mode. However you soon 

j* a) U beco " ie p' eoccu P iedwi,natteni P t - 

ing to thwart your opponent's efforts 

1|Ti a whilst racing to get his flag back to 

■ — fa y ' your base firs 



r 



u have to locate the flag which is 
ine of the enemy towers. Then fir 
trieve the flag and take it back to 
nd bunker without being blown t 



f cheap tactics, such as hiding your 
ay out at sea so your opponent 
ig mines all around your oppo- 

id myself saying that classical 



ielytotr 



tt 



■style of gar 






atmosphere and fit perfectly w 

As for the Saturn version, well obviously the 
transparency effects are missing but this makes no dif- 
ference to the gameplay. However in the unfinished 
version we have the frame rate is quite sluggish espe- 
cially in two-player mode and nowhere near the stan- 
dards set by Mass Destruction. Hopefully this will 
change in time for the review next month, so we'll be 
keeping our fingers crossed until then. 
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ELECTRONICS BOUTIOUE: 

THE GOOD, THE BAD AND THE UGLY 

Dear SSM 

I've just read the letters concerning stores such as 
HMV, Comet and Game etc. persuading people to 
buy PlayStations instead of Saturns. I also experi- 
enced this in my local HMV in Bromley. When I went 
in to buy a Saturn, VF2 and Sega Rally (only because 
you get a free pad) I asked trie assistant a few ques- 
tions about the Saturn. He then started going on 
about how Tekken was better than VF2 and Ridge 
Racer was better than Sega Rally. I promptly laughed 
and left the store. As I was walking down the high 
street I decided to go into Electronics Boutique and 

HMV One of them had a PlayStation and said the 
main reason he got it was because of better graphics 
and major game releases a few weeks earlier. The 
other assistant who owned a Saturn told me how 
fantastic Sega Rally and VF2 were (and let me try) 
and told me about future releases such as WipEout. 
Loaded (which I own and love) and Euro '96. 1 decid- 
ed to purchase my Saturn with VF2 and Rally with 
which they gave me a free copy of SSM and MMS 
which I still buy now. So overall I recommend EB as 
the store to buy Saturns and games from as they are 

Themis Bakas, Nunhead 

- This may be so in youi case Themis, but I 
"^^ could show a sack full of letters to the con- 
trary. Like this one... LEE 

Dear SSM 

I'm an avid Saturn fan and think your magazine is 
the best in the world. I have two points to make. 
Firstly I'm fed up with people slagging off the Saturn. 
I bought my Saturn in November because I couldn't 
wait till Christmas, so I went shopping to buy a 
Saturn game. When I went into Electronics Boutique 
I couldn't believe my eyes There was two little 
shelves in the corner which had Saturn games and 
the rest of the shop was PC and PlayStation games. 
The Saturn games they had were old ones which 
came out With the Saturn in 199;. To top it off the 
blokes at the counter were telling people that the 
Saturn had no good games and so they should gel 
the PlayStation. So they're saying that Nights, VFz, 
Fighters MegaMix. Manx TT, Soviet Strike, Daytona 
CCE and Sonic 3D are cap! I don't think so. 
My second point is I think you should bring out more 
demo discs so people can play the Saturn's great 
games. 

PaulJolly, Couisdon 

, - And so the controversy rages on, at some 
~^^r length. To address your first point Paul, 
the thing that really scares me is that these peo- 
ple are allowed to vote. God help us come May 



ime. Maybe you should get to 


; ethe 


with 


Themis and have a fight abou 


It At 


for your see- 


ond point, we're working on i 


at this very 


moment. LEE 






RICH IS FIT SHOCKER 






Dear SSM 






'vegot a couple of things 1 wantt 


get off my tits, okay? 


n Dixons the other day 1 was loo 


inga 


the Saturn 


games with my friend Roxanne v 


hen ! 


aw 1 couple 


ooking around at computers. Anyway = 


women 


BOOK WINNER 






SONIC DOOM! 






Dear SSM 




p**L 


issue #14 and f 16 my brain 


' 


-- 


started ticking over with 




V 


ideas for a new game After 




fik.- TJ 


many hours of non-stop 


l --- 



characters and plot when the best ones are star- 
ing us in the face. Here is my game. It's called 
"Sonic Doom". It takes everyone's favourite blue 
hedgehog and puts him in Mobius hell with a 
shotgun. Like Doom you can blow your enemies 
away in a pile of blood only this time the bad 
guys are cute little bunnies, squirrels and 
pigeons with machine guns. Vou can blow their 
heads off and watch their cute little guts spew 
out all over the floor. 

On the other levels you have to leg it after 
Dr Robotnick down a corridor and shoot him up 
his fat ass with a BFC 9000. Wouldn't it be great 
: gets to participate in 



r.ci es 



nthrrj 



a few plums. 

Mark Beswick, Rugby 



- I grow weary of the endless references to 
plums that plague our letters page. LEE 




assistant came up to them and said "can I help you?" 
They said they were looking for a console and you'll 

yes I couldn't believe it. She said that the Saturn had 
the most varied and strong line up and listed Virtua 
Fighter 3, X-Men vs Street Fighter. Sonic Fighters and 

One thing that gets me though is them stu- 
pid gibbons who fancy women game characters. 
Look boys, calm down, they're only fictitious charac- 
ters. I mean, I think Harn from Guardian Heroes is a 
hunk but he's not real so I don't go writing into Sega 
mags telling them that I do. Oh and Daytona CCE 
wasn't that bad. Oh and print my letter this time. 
Laura Battel, Chesterfield 

PS I think Rich is FIT! (Although I haven't seen his 
body, so if he could appear naked perhaps?) 

» r- What a preposterous idea to have Rich butt 
^m naked in our highly respected magazine. 
He would never under any circumstances lower 
his standards to such demeaning and degrading 
levels, not for any amount of money. But I've got 
some Polaroids if you want them. LEE 



OH GOD, NOT DIGITISER AGAIN 

Dear SSM 

I was flicking through the Teletext pages the other 
day and found a computer games section (Digitiser). 
After readings few pages 1 made a shocking discovery, 
Stuart Campbell (one of the writers) referred to the 
wonderful black box that is the Saturn as "Horrible 
Sega's diabolical Saturn". He also said that Worldwide 
5occer '97 was "ludicrously over-rated". 

However he did not just say that, oh no. He 
then started talking about PlayStation games. "The 
joomy Fi", "the brutal Tekken 2", "the blasty Die Hard 
Trilogy". Don't get me wrong, these are all pretty good 
games and I have played them loads But how about 
"the dreamy NIGHTS", or "the ultimate Fighters 
MegaMix". eh? He said nothing about these games 
and they're ten times better than anything the PS 

Anyway, I have vowed never to read Digitiser 
again, ha ha! Oh. by the way. can anyone out there 
get a cheat to work on Guardian Heroes? 

Laurie Harriott, Brighton 

, r And so the Digitiser backlash begins. The 
9BjP^ letters have been piling in on this topic, 
some suggesting Digitiser should be renamed to 
"The Unofficial PlayStation Magazine". Just bear 
in mind the old anecdote, "you get what you pay 
for". LEE 



MSI 



\mmv\^ 



As Clint Eastwood said in the lamentable Dead 
Fool movie, "opinions are like assholes. 
Eveiyone's got one". But the distinction between 
opinion and informed opinion is made cleat by 
Mi Campbell's various comments. RICH 



VIRTUA FIGHTER 3 ON 
PLAYSTATION?!? YEAH, RIGHT 

De-ib SSM 



I! rtir,\ 






games like Virtua Fighter 3, Fighters MegaMix, Die 
Hard Arcade. ManxTT. Marvel Super Heroes and X- 
Men vs Street Fighter. I really thought that this year 
the Saturn would be king of the consoles and at last 
get the respect that it truly deserves. But I've just 
read something which is a bit disturbing. I first saw 
it on Digitiser but then we all know what they're like 
50 1 didn't pay much notice until a few days later 
when I saw it in a magazine. It said that the 
PlayStation now out sold the Saturn in Japan and 
since Japan was the only place where the Saturn 
ruled it now meant that it was in serious trouble. It 
said that because Sega had lost millions and millions 
of dollars in Japan due to the Saturn that this year 
would be the last for the Saturn. 




PlayStation it wouldn't suipiise me because 
they've had some big games out recently which 
inevitably sells moie machines. But when Sega's 
next big wave of aicade games come out it will 
doubtlessly swing back in the Saturn's favoui. 
That's the nature of the industry. The suggestion 
that the PlayStation could handle VF3 is ludi- 
crous. Compared to VFJ, VF3 has even more com- 
plex 3D backgrounds and fighters and millions 
of polygons it would be an impossibility. Not 
that Sega would even try. LEE 

With the hires, multiple playfields and such and 
such, vfi on Saturn would be impossible to repli- 
cate on PlayStation. So, as for VFj appearing on 
PlayStation... well whoever wrote that is clearly 
betraying a severe lack of journalistic compe- 
tence. RICH 



RIDDLED WITH DAMN 
PLAYSTATIONS 

Dear SSM 

I am writing to you about your response to Virtual 
On. I have played it and think it's rubbish. The best 
part about it is the graphics, it moves too quickly and 
you can't see what you're doing. Why the hell did it 
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get a 93% rating. I just needed to get that off my 
chest. I would like to add why the hell don't Sega 

1 say this because the area which I live in is riddled 
with damn PlayStations and they will not listen to 
me about the Saturn. They think Ridge Racer 
Revolution is better than Sega Rally. Aren't they 



Briefly.. 



it would just make games for the other consoles like 
the Nintendo 64 and the PlayStation. In fact it said 
that you shouldn't be surprised if a Virtua Fighter 
game came out on the PlayStation later this year. It 
even said that it could be VF3 because the 
PlayStation could handle a first rate conversion with- 
out paying out for a 3D cartridge like you'd have to 
for the Saturn. 

So come on and tell the truth. What the hell 
is going on? Is this year Sega's swan song or is the 
above just a pack of lies spread by Sega's scared com- 
petitors. We must know. 
Peter Wright, Dover 



- j- 11 wasn't by any char 
^r a line you read this ii 



i PlayStation mag- 
as it? Not having 
the sales figures at hand I couldn't say which 
console is selling more in Japan. But if it is the 



Jonathan Mors! 
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— ,- Virtual On can initially appear as being a 
^0^ very shallow game. It's only when you 
realise that using the boost button in conjunc- 
tion with your various weapons producing 
many different effects, which in turn leads to 
many new strategies. Which I thought I'd 
explained earlier. The game is awesome and 
moves into stratospheric territories of excellence 
when you play it in two-player mode. Hence me 
marking it up to 94% the following issue. RICH 

Virtual On deserved every percent of its score as 
1 think most Saturn owners will testify. I sug- 
gest you go back and play it some more and 
don't bother us again. And yes they are very stu- 
pid indeed. LEE 



Dear SSM. 

I think you should have more demos. As well as 

your fantastic mag I also buy CVG and they also 

said it encourages people to buy more games I 

bought the Jan issue with Flash 3 and 1 have really 

considered buying Tomb Raider after playing the 

demo.. 

Phillip O-Reilly 



; get hold of a quality disc. 
It's that simple. Better we stick to our awesome 
quality than produce one game demos of old 
titles. RICH 

Dear SSM, 

in Sega Power they hint you have reviewed 
PlayStation verssnii:: nt gamrf claiming they are 
Saturn versions. 1 adore youi mag and think you 
better set the record straight. In my opinion. Sega 
Power are spreading Bullcrap. 
Ian of Stourbridge, West Midlands. 

At risk of turning this into a veritable bun- 
^■* fight of a debate, I think this is referring to 
a review of Olympic Games which never came 
out on Saturn but was reviewed in SSM before I 
took over as editor. Eidos Interactive have 
explained Sega Power's error to them - we did 
on (although j 
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the misunderstanding. 
It's as simple as that. We would never review PS 
code - that would be about as honest as printing 
PS shots of Resident Evil scanned from a Jap mag 
and saying they're Saturn ones. D'ohl RICH 

Dear SSM 

So the PlayStation's better placed to convert arcade 
games is it' Convert which arcade games exactly? 
The only ones PlayStation gets are Namco pre- 
tenders Come on. everyone knows that Sega inno- 
vate and Namco copy Example; Time Crisis - 
Namco's gun game soon to be converted to 
PlayStation Bit late isn't it? Us Saturn owners 
already have two of the best gun games ever- 
One last question: da the Fighting Vipers stand a 
chance in Fighters MegaMix against the Virtua 
Fighters with all their new moves' 
William Curley, Surrey. 

Namco occasionally innovate (see Alpine 
•<*' Racer), but generally your statement holds. 
As for the Vipers - in VF mode they get caned. In 
FV mode, their power makes up for a lack of tech- 
nique. But if any Viper thinks he can take down 
Akiia, he's got another thing coming. RICH 

Dear SSM, 

you asked what we thought of Daytona CCE. 
Basically Lee Rowland (issue #16) is talking out of 
his bottom. [He then takes Lee an point by point 
and says Daytona CCE is good ■ Rich] Overall, put it 
on HARD, keep put of the Daytona car (it's miles 
too easy), play Arcade and prepare lor a race and a 
half to the finish line ■ 90%, now where have I seen 
that before? Don't worry boys, you were right. 
T J Bennett, Bedfordshire 

In many ways, Daytona CCE was disap- 




The monthly excursion into 0+A territory has come around once again, so 
it's time for the greatest criminal mind on the planet (with assists from Sega's 
Mark Maslowicz) to use the smallest portion of his vast, inventive genius to 
look at your letters and answer some of them. Oh by the way, please don't 
start your letters with "I've written ten times and you've never printed a let- 
ter". The reason your letters haven't been printed is because they are boring 
and if you can't get it right in ten attempts, it's just not worth the bother! 
Write to (M, SEGA SATURN MAGAZINE, 37-39 Millharbour, London E14 9TX. 



ft TEENAGE GIN WRITES - 
DeartJ+A 

Hello greatest Saturn mag on the face of the Earth! I have 
a lot of questions about games because I'm a newly 
recruited female Saturn fan It's the boys who know most 
about the gaming world, so please answer these. MMS 
and CVG are too damn stubborn to print a teenage girl's 
queries, so I'm writing to you instead to see if you are Just 
as bad as them! 
i. What is that FMVyou keep saying? What's it stand for? 

2 Has Vu Suzuki said anything about the VF3 chip? 

3 If I gel VFz will the Kids edition be worth getting' Why' 
Does it have extras or something? 

4 Will the B-Uniy CDs be on sale in the shops? Please say 
yes! Please oh please oh please! 

5 Because I haven't got Sega's address I'll have to ask you 
guys this. Why didn't Sega make Streets of Rage 3D rn 



: any of tf 
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selling my Megadrive I miss playing Blaze. 

6. Will there be a Tomb Raider;? 

7. Why don't you let readers send you some artwork you 
could print After all you are the dominant Sega mag. Let's 
tease the PlayStation with some art? 

8 Why do you sound so bored when replying to Q+A? Get a 
mascot! 

9 Is it true that the Saturn can play audio CDs' And what 
would happen if I put a Saturn CD into an audio CD player' 

Rhoda Vlllegas, Catford. 

^- Never let it be said that SSM lets down the 
NH^ teenage girls in oui beloved collective reader- 
ship! 1. FMV stands for full-motion video. Basically it's 
the movie style bits as opposed to the gameplay bits, 
3. Nope. 3. It's cuter with some extras, but basic VTl is 
the better game. 4. I'm afraid not. 5. There may well 
be a Saturn Streets of Rage game before too long (but 
then again there might not be). 6. Yes and it should be 
out late October. 7. Hey I'm not stopping any one, 8. 
I'm not bored at all. In fact, I find this task so exciting 
I think I'm going to have to shoot myself! 9. Just put 
the CD in and it will play it. As for playing Saturn CDs 
on your hi-fi, you'll just hear the CD tunes. 



DESTRUCTION MHY FETISHIST 

Dear SSM, 

This is the fourth letter I have written to your mag and 
you've not printed any. So please print this one. 
I.I bought Destruction Derby about a week ago and 
when I look at the PS version the Buildings don't pop up, 
there's fog on the City Heat stage and its full-screen Why 
is this different on the Saturn version? 
2. In your review you only mentioned five tracks, but 
when you move up a division the tracks change. Don't 
you think this adds more lastabilitysothe overall mark 



5. 1 Was in WH Smith and saw an advert for Need for 
Speed in one of the mags and it said that it was coming 
out on PlayStation only Is it coming out on Saturn? 
6. When isthe link-up cable coming out because it would 
be great to use it on DD or Doom Is it worth getting from 
Japan and will it work? 

Ashley Nurse, Nottingham. 

j - 1. It's down to effort or lack of it on behalf of 
"JN^ the programmers, a, Hmmm... that still does- 
n't excuse the poor quality of the game itself. 3. DD2 is 
a possibility. 4. No, it's not likely. Anyway, Sega have 
games to better Namco in nearly every genre. 5. 
Where have you been, man! It's been out for months. 
6. DD doesn't use it any way, but no it's 
ting until more games use it. 



1 I am thinking of getting Tomb Raider for my birthday. 
Hasit got the option to go into Lara's house in it? 
2. 1 haw seen Exhumed for £25 in Diions. Is it worth get- 
ting if lown Alien Trilogy? 

3. Do you like my games collection? I have Sega Rally, 
Virtua Fighter 2, Alien Trilogy, Daytona USA and Victory 

4. Should I get Fighters MegaMix bearing In mind I 
already have VF;? 

5. What is the point making Doom link-up? The link-up 
cable won't even be out in Europe? 

James Nkholls, Swindor 



Brt- 



QQQQ 

Dear SSM, 

1. Which game should I buy next' Tomb Raider. Fighting 
Vipers or should I wait until a decent new game comes out? 

2. When are Fighters MegaMii and VF3 coming out and 
which will be the better of the two games? 

3 Are there going to beany sequels to Tomb Raider, Sega 
Rally and SWWS 97? If so, when are they coming out? 

4 Which is the best racing game for the Saturn? 

5. is WipEout 2097 coming out for the 5aturn and if it is, 
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j j^ 1. Get Tomb Raider. It is ace. 2. MegaMix out in 
■3Nr May and VF3 end of the year. VF3 will probably 
be better by virtue of it being a later release from pro- 
grammers who've learned still more coding tech- 
niques. 3, Tomb Raider yes, Rally undecided, SWWS yes. 
4. Sega Rally Championship, although Manx TT is look- 
ing ace! 5. Yes it will, but no news as to when just yet. 



NOTHING HAS BEEN PRINTED 

en into magazines before and nothing h. 
d 1 would be so happy if you print this If 
II go out and buy Doom! Well. I wouldn't 




t shouldn't really affect your pur- 
chasing decision. 2. Exhumed for £25 is a bargain - 
Alien Trilogy doesn't compare, 3. What kind of ques- 
tion is this!?! If you must know, I think you should 
get rid of Alien Trilogy and Victory Goal and get 
NIGHTS and SWWS 97 immediately. 4. If you like 
fighting games, yes. 5. If more games come out that 
use the link-up cable, I daresay it will appear. 

mSHTS IS FICGIN INIWI 

Dear SSM. I have just bought NtGHTS and you lot were 

right, it'sfriggm' amazing! However. I have a few queries 
and as you think you're the "masters" see if you can 

i I have heard from mates at school who say there is a 
debug mode for NIGHTS. Is this true and if so what is it? 
1. Also, in the game there is something to do with A- 
Life. I have looked in the manual and it says bugger all 
about it Tell me before 1 go and hang myself or drown 
myself in dogs' piss. 

tee Something, Bournemouth. 

It might work on foreig: 






ns of the 
for the UK 

version. It was in pre-production versions of the 
game. 2. A -Life concerns all the little sprites that 
occupy the levels. They mutate and evolve the more 
you play it, and you can play a pivotal role In that 
evolution. 
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FREE JOYPAD!! 

When you subscribe to Sega Saturn Magazine. 



"Get a new Saturn joypad 
s. when you subscribe to 

k"' ii Luv ' ^ ' ^" ^ L> the world's greatest Sega 
13MIV1CO I ElV magazine -you'd be a tool 

"" ' to miss out! So don't." 



Complete the form and send with payment to: 

Sega Saturn Magazine Subscriptions, Lathkill Street, Market 
Harborough, Leicester LE87 4PA or if you wish to pay by CREDIT 
CARD call our SUBSCRIPTIONS HOTLINE on 01858435350 
quoting source and offer codes, Lines are open from 8.30 am to 
9pm Monday to Friday and 10am to 6pm Saturday and Sunday. 

Choose one of these fantastic joypads from Leda Media 
Products. Both the Sat I and Sat II feature directional control, 
start button, ABC, XYZ buttons plus left and right shift but- 
tons. Sat II has added features of independent turbo fire, auto 
fire, and slow motion. The choice is yours! Please indicate on 
the form which pad you would prefer to receive. ; »- <u | 
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Addiess 



I wish to subscribe to Sega Saturn and I enclose a cheque / postal order, International 
money order or by Mastercard / Visa payment and made payable to EMAP Images Ltd for £.... 

Mastercard / Visa no: 

Signature: 

Date: 

Postcode: 

Telephone: 

Annual Subscription Rates: 



Offer Code: li3 

Signed: 

(parent or guardian's si gnat ui 



UK 13 months £33 

Air Europe £46 

Airmail Zone? :&3 £73 
Source Code: 11:6 

All subscriptions will be processed as quickly as possible, but you should 
allow 28 days for the order to be processed and expert to receive the first 
available issue after that. 

From time to time EMAP IMAGES may send you information that could be 
of interest to you. Tick here if you do not wish to receive such information. U 
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Full money back guarantee of unmailed is 
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Dart oithe AM3 teamJjjehind the sUinaiaa.Sega 
npionship and Manx IT SuperBike, TETSDYA 

entertaining, ground-breaking videogames... Our Japan 

Director of the newly established AM Annex... 



SSM You achieved considerable suteess with Sega Rally and 
| Manx TT ai part of AM). Why did you decide to set up the 
| AM Annex? 

TETSUYA MIZUGUOQ The AM3 R&D department is very big 
with maybe around loo staff. Because of this, there are a wide 
variety of excellent staff, each with their own distinctive 
colour. At that time it was very good but it became a little too 
) I talked to the general manager. Mr Oguchi and Mr H 
I Suzuki about creating a new department. Even in develop- 
ncnt it's good to have various flavours, so all things cons id- 
red, rather than the AM i, 1. 3, why not have a separate team 
heading in a slightly different direction? The result was the 
ew AM Annex. Even though there's no number attached 
'e thought why not let's give this area a try and so we 
started! Thus, we separated. 1 think this was a very positive 
choice for Sega because with this the real width of Sega's 
■ power could be realised. It's true that Sega Rally and Man* 
r were quite successful but well, that was then. And 
'rtainlythere are a fair number of people here in the 
team that have experience of Sega Rally However, for AM 
Annex that was just one flavour. With time the other flavours 
ic staff will c 



o you swap ideas? 



SSM Is the AM Annex composed of just Sega Rally and Manx TT 
members 01 did yon recruit new members when you set up the 
new division? 

TM It's not composed of just Sega Rally and Manx TT members, we 
recruited new members as well. 

SSM Where did these new members come from? From outside 
Saga, perhaps? 

TM Both from inside and outside, from 
various places. For example, Mr 
Taniguchi [Assistant Producer at AM 
Annex] came from a separate section 
of Sega altogether. These kind of 
people are here. 

SSM How big is AM Annex in teams of 
programmers, producers, artists etc? 

TM We're still small Really, about just 

growing. At the moment there's a staff 
of around 16. I'd like us to grow quickly 
so that we could be able to do two or 
three titles at the same time. 

SSM Mow you are more independent 
as AM Annex, what is your relation 
ship with the other AM divisions? Do 




you all work individually 01 
TM Being AM Annex doesn't mean that we're especially indepen- 
dent. What AM Annex is doing is very similar to the other AM 1, 2. 3 
divisions so we do exchange various information and programs 
between us. After all. we're ail part of Sega and thus cooperate and 
help each other. Maybe here we can't do something but elsewhere 
they can so we exchange ideas. Also, in regard to something, "we 
think this but what do you think?" This kind of mutual consultation 
exists amongst us 

SSM Do the AM teams often get together and discuss these ideas? 

TM At the manager level they would do this but for the average 
person then just on a normal everyday basis you meet people 
around and discuss things. All in all, there is a lot of interchange. 

SSM What measures are taken to make sure that different AM 
divisions aren't working on very similar projects? 

TM There aren't any particular measures. Rather, for the staff here, 
their skills and ideas are different for each of them, so even if they 
all created a car game they would all be different. 1 take great care 
with this area. There is a large number of those here, both the 
designers and the programmers, who like cars so creating car 
games is really great. However, if the staff want to create something 
different then we would all work together to complete it in that 
form. That's how we consider it. In addition, it goes without saying 
that the producers, me and others at this level also have things we'd 
like to do From these areas there is a skillful mix. 

SSM If each team knows something about the other teams' 
projects then I don't suppose there's much of a problem is there? 

TM Each respective idea has originality 
I think. For example, in AM2 there are 
a lot of programmers so for Virtua 
Fighter and other games with thai 
kind of movement system etc there are 
a lot of people who like doing that sort 
of thing. The result is realism. That's 
become the key word. 



concentrate on realistic representa- 
tions of mo tors ports. Will this theme 
continue with future games? 

TM yes it will. It's not everything but 
it's one of the core areas that we focus 
on. This concept expresses the charac- 
ter of the staff here in this team. 
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With Sega Touring Car 
Championship, Mr Mizuguchi 
aimed to capture the spirit of 
the touring cars battling 
around the race track. 



TM We certainly plan to do that. We're 
steadily progressing towards doing 
that. However, if you look at the 
motorsports then it's the area of 
motorsports reality not the 
motorsports itself that has become the 
core For example, for marine 
motorsports it's marine reality and for 
flying motorsports it's flying reality. 
Whatever it is we'll always choose to 

SSM What does the team do when not 
creating videogames? 

TM Every one is different. There are 
games players amongst as, people who 
play sports and there are people who 
like travelling. The instant a big game 
project has been completed it's common 
for almost everyone to want to go on 
vacation. In addition, a lot of people go 
on a trip to think about the next project. 
Often, several people will go together. 
It's what we call location hunting. This 
time to recharge one's batteries is 
essential so just about everybody does it. 



SSM Have AM Annex been impr coed 
oi inspired by any particular development team on the arcade 
01 home format s? 

TM 1 think that everybody's ideas are different but, personally, 1 
like Sonic. Sonic was an incredible creation. The core staff. Mr Yuji 
Naka and Mr Naoto Oshima have an amazing enthusiasm for 
Sonic, They love him. 




are the results of collabora- 
tion with the hardware wing 
of Sega Enterprises, AM4. 



SSM Where did you get the idea foi 
Sega Touring Car Championship? 
TM About two years ago, at the time 
we were still making Manx TT. there 
was a single video and a magazine in 
my desk. When I watched the DTM 
(German Touring Car Championship) 
video for the first time it had an 
incredible impact. That was the first 
time I had the concept of making a 
game of it. When 1 saw the inside of 
the cars they looked just like Fi Grand 
FTix. Incredible! The race was full of 
cars crashing into each other. The 
competition looked so straight forward 
and unreserved. Also, ail the countries 
are different so it has a nationalistic 
battle atmosphere to it. However, at 
that time, nobody knew anything 
about Touring Car. Even now there 
aren't many people who know about 
it. Anyway, with that significance, it 
was in my drawer all that time. I 
thought it was very interesting. Then, 
in exactly spring last year we got 
around to talking about having a go at 
Touring Car. So, in the beginning it was 
through seeing the video and the 
magazine that it caught my interest. 

SSM Whit kind of research did you undertake when you started 
out on the project? 

TM It's as I said before but Touring Car is a nationalistic battle. It 
has that feeling to it. I wanted to create a game where all the people 
of the world could enjoy playing as one. On the other hand, Sega 
Rally is very individualistic where your own skill can shine through. 



SSM What kind of research did you undertake when you started 
out on the project? 

TM All the staff watched videos and read magazines and books 
about Touring Car any number of times. They also went to see real 
Touring Car races. There were a lot of staff who rode as passengers in 
the Touring Cars and all the main programmers were driven around 
some of the circuits by championship drivers. On top of that, we also 
hired a circuit for the day and borrowed some pro-race team cars. We 
then drove around ourselves! We drove around the circuits with our 
helmets on many times. We did a fair amount of various things. In 
addition, the designers went location hunting. They took their 
cameras to places in Germany and Finland etc and saw various 
views from the circuits and lots of town landscapes and scenery. 

SSM What sort of assistance did you receive from the Touring 
Cai teams? 

TM This time, firstly, we received the help of Mr Naoki Hattori. He's 
a pretty famous driver who has driven in Formula Japan and 
Touring Car etc. During the final stages of fine-tuning he came in 
and test drove Touring Car. He gave us advice on the various aspects 
of the game. In addition to that, at the time we hired the race circuit 
the C-i Race Team gave us various advice as well. 

SSM Once again, all of the sponsorship sticker? are at exactly a) 
they are in real life. What kind of deal did you have to do to get 

these stickers in the game? 

TM That was Mr Taniguchi's most troublesome area. It wasn't so 

much difficult, more like time consuming. In a fairly short period of 

time we had to meet a lot of people and get numerous approvals 

etcetera. I myself went to Europe and the United States around 

three times and Mr Taniguchi also went once. In practice, we were 

checking whether the designs were okay and whether or not their 

appearance in this kind of game was a problem. However, that 

doesn't mean that we especially set out to create an ITC 

[International Touring Car Championship) game. This time Sega 

wanted to promote a touring race. 

so in order to do that, we did a 

presentation for each car maker. At 

that time we told them that we 

didn't particularly want to do an ITC 

game. We wanted to do Sega's 

Touring Car Championship so we 

asked them to give us their 

approval and join us. We basically 

asked them to put in the cars that 

they would like to put in, however, 

of course we made requests. The 

result being the four cars in the 

game now There are 3 ITC 

machines and Toyota. 

Fundamentally, it took a lot of time 

for Mr Taniguchi had to get 

approval for every single one of the 

stickers. Mobil. Castrol etcetera. It 

was hard going. 



SSM Games tike Sega Rally, Manx 
TT and Sega Touring Car 
Championship would seem to 
have greater popularity in Europe 
than in Japan. Would you agree 
with this? If to, ii this a deliberate 
corporate plan? 

TM Yes, I'd agree with that opinion. 
This was a deliberate plan through- 
out. This story goes back to the time 
of Sega Rally but at that time the car 
racing game Daytona was a big hit, 
especially in the USA. It was also a 
hit in Europe and Japan. If you look 
at the global market then you have 
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the origin of 
. Sega Rally was from 
lo America so 1 know a 
ipletely European. We 



Asia which includes Japan and also Australia, America with both 
North and South America and Europe, along with Africa. You can 
divide it into three, in Europe there aren't many games that will 
definitely be well received so in the case of Sega Rally it was our 
aim. in particular, to make a game that would be a big hit there. 
After all. everyone knows that Europe is a large market. Other than 
that, Manx IT was another game that was well received in Europe. 
We certainly considered this. 

SSM Did this have any effect on the design of the game? 

TM I can't say I'm too aware of any European influences, although 

in actuality a lot of the landscape and scenery that appi 

European isn't it? In actual fact Europe 

motors ports. However, one of the cours 

America, Yosemite Park At that time 1 1 

little about Yosemite Park Thus, it's not 

thought a little about America as well. 

SSM Did the team get to race with any of the Touring Can? 

TM We didn't actually participate in any teal Touring Car races, 
however, we did drive the touring cars. We also went several times 
to see the races. Three or four times I think. 

SSM How realistic an the game's can compared to the real thing? 
TM That's tricky but, well, the fundamental areas are not incorrect. 
The fundamental areas are real. However, in order that it's easy to 
drive for everyone we've changed it a little. That's because the real 
cars are so difficult that probably no-one could drive them. We 
devised it so that as many people as possible could feel the 
atmosphere of the real touring cars. Thus we made it fairly mild. 

SSM How difficult is it to dia w a line between the game's 
realism and accessibility? 

TM This is difficult because it's a theme that could go on for eterni- 
ty. If it becomes too realistic then playing the game becomes too 
difficult and it loses its appeal. On the other hand, if it's too easy to 
play then there's the possibility that playing it will soon become 
unsatisfying, lust how difficult to make it is a very complex problem. 
It's difficult each and very time you make a game, but with out fail 
you have to get the balance of realism and payability right. 

SSM In order to do this how do you get player feedback? 
TM For the average player we do location tests. 

SSM What kind of feedback did you get? 
TM As you'd expect we got a lot of opinions saying it was a little 
difficult. In the end Touring Car was a difficult game. However, we 
decided that this time we wanted to make this type of game. The 
game is a touch on the hard side but it couldn't be helped. Because 
ofthis.it might be a little hard for the beginner and the average 
player but if you enjoy it just once you won't be able to stop playing 



it. Everyone is ensnared. Because of this I think it's a game you can 
keep playing for a long time. 

SSM What kind of design process is used to put the coon* map* 
together? 

TM This is done by our director, Mr Sasaki, who created all the 
course maps. However, both the the car engine and the courses are 
essential so if the engine changes so does the course and vice versa. 
Thus it's very difficult to get the game's realism and payability 
balance just right. That means trying to make it a "Fun to Drive" 
game. In order to make it fun you need to have interesting courses. 
That's another tough area. This time we had very little time to do 
this but usually you create the courses over and over again. You then 
test them and change them, test them and change, again and again, 
making the courses more and more interesting. That's the actual 
process. Sometimes you need to make the course a little more 
difficult and sometimes you need to make them a little more simple. 



SSM How easy was the Model 1 board to use when it cam* to the 

programming? What are its strength) and weaknesses? 

TM That's not really for me to say. You should ask the programmers 

that question. However, we didn't have any problems using the 

Model 2 board. Although the edges to the cars are a little rough, 1 

would have liked them smoother, this 

doesn't have any relation to the game's 

playability or how enjoyable it is. 

Overall, I think that the Model 2 is an 

extremely good board. With regards to 

weaknesses it doesn't really have any 

limitations, but. it has a lot of 

strengths. If only because it can do real 

time games alone, it's a great board. 

SSM All of your games have support 
ed multiple players . Do you alter any 
of the game logic between the 
multiple and single-player modes in 
order to heighten the experience? 
TMWell. if you take a single-player 
game and try to force it into a 
multiplayer game then it won't be 
interesting. Likewise, a multi- player 
game made into a single-player game 
This is a major change to the game's 
concept. If In the beginning you want 
the game game to have a multi-player 
concept then you should discard the 
single -player and devote yourself to the 
multiplayer The opposite is also true, 
so it depends on the game concept. As 
for Touring Car. we wanted to make the 



Authenticity and realism are 
the keys to success with 
games like Sega Rally. Manx 
TT and the new Sep louring 
Car Championship. The 
vehicles, track designs and 
sponsorship are alt based 
closely on the real thing. 



Sega Touring Car uses the 
Model 2 hoard to excellent 
effect, and AM Annex have 



newly established Model 3 
board behind Virhia Fighter 3 
and Scud Race. 
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Mr Mizuguchi lakes a test 
drive on Sega Touring Car 
Championship at Sega's R&D 
headquarters in Japan. 



Balancing realism with fun is 
a hard task when creating 
videogames like this. 



indicate that the excellent 
Virtual On OS team will bring 
the cool touring Car from 
Model 2 to Saturn. E.pect 
first pictures soon! 




type of race game where everyone 
could enjoy battling together, 50 
naturally, from the very beginning it 
was our concept to have it multi-player. 

SSM Battling immy can Is much 
more important in Touring Car than 
it i s in say Sega Bally. What efforts 
have yon gone to In producing good 
artificial intelligence foi the enemy 
can in Sega Touring Cai? 
TM All the Al was done by a single 
programmer, Mr Yamamoto. When it 
comes down to it. the speed of the cars 
is very fast isn't it? You really do have 
the sensation of racing away, outrun- 
ning the other cars. It's a great feeling. 
To get the balance right so you can enjoy this kind of racing battle is 
very difficult. If you are always entangled in battles with cars that 
are deliberately fighting against you then it soon becomes 
annoying. Of course the car battles must be fun. but for all those 
who want to break free and drive away then the enemy cars can be 
be too tenacious so we have to use our discretion and make 
allowances for that area. If not, then the skillful players will increas- 
ingly advance ahead while the poor players will correspondingly be 
left behind. For them the game will 
lose its interest and then what will 
happen? For the programmers this 
area is troublesome I think 

SSM When you went to the Touring 
Cai r ace s did you see a lot of various 
driving tactic*? 

TM Yes, we saw them. As youd expect 
we always saw the tactics where you 
keeping hitting youi opponent's car. 1 
think because of this it became more 
and more interesting. 

SSM How would yon compare the AI 
of the enemy cant' tactics to a teal person's tactics? 
TM Of course the driving tactics of real people are incredible. It's 
everybody's aim to be able to have Al as good as a real person but to 
create a game where the enemy cars are almost life-like would take 
a lot of time. It's not a simple matter. 

SSM In Othei race games the enemy can always seem to follow 
the same driving pattern but in Touting Cat they use various 
driving tactics don't they? 

TM If you make the enemies too strong, it was the same for when 
we did Manx TT. then in tight spots you'd always end up entangled, 
battling the enemies. You get the feeling that the game is playing 
with you I If that sort of thing happens then you don't know 
whether the you are getting better or worse. I really think that's a 
tough area. When it comes to the balance of the AI in Touring Car 
there are still a few problems but in regard to the car fights I'm sure 
we did a fairly good job of getting it right. However, it's a pity for 
the average and beginner players who get stuck behind. If you 
don't get better then it can lose its interest. 

SSM Sega's aicade games in general seem to be fat mote popular 
than its competitors. Why do you think this is? Is it just down to 
superior technology, 01 it something else? 

TM If you compare Sega's arcade games to other arcade games then 
there are a lot of Sega games that are more realistic. That's probably 
one aspect of Sega, reality. Of course, in Sega there are various 
levels but the average person really aims to be an entertainer 
Maybe that's one part of the brain behind Sega and thus Sega's 
character. Certainly. I think that Sega has excellent technology but 
you can't make a good game with just technology If you don't have 
a good idea as well as the technology then it's just not possible. 




Sega definitely has a good balance of the two. 

SSM Aicade technology seems to become outdated quicker than 
home technology. Do you think we have seen the full limits of 
the Model i'i power now that Model 3 has arrived? 
TM The Model 2 can still do great games. Of course the Model 3 has a 
higher capability for handling graphics but the Model 2 is still alive. 
On the other hand, there might even be some areas where the Model 
2 is better so it doesn't mean for certain that all the games are going 
to be Model 3 from now on. The Model 2 really is a good board. 

SSM Do you plan to continue with Model a for the time being or 
ate you investigating the new Model 3 board? 

TM Of course, Sega will continue using the Model 2. 1 think that 
maybe we'll use both of them. 

SSM Technology has opened up new genres - foi example, 

without Model 1 there would have been no }D fighting games. 
What future do you think there is for new games concepts with 
even mote advanced technology such as Model 3? 

TM I think there are new genres. If so then they might not be 
games. I don't really know. If it's interesting and enjoyable then you 
can create just about anything can't you? You could consider all 
sorts of things. Not just video games in particular but maybe 
carnival games for example There are various possibilities. 

SSM Can you describe your relationship with AM4. who produce 
your arcade cabinets? What kind of design process do you have 
when designing them? 

TM We have a very strong relationship with AM4. Without AM4 we 
couldn't produce games Likewise, without software there wouldn't 
be any games. Therefore, we really have to mutually support each 
other. It's a good relationship. From this, all sorts of ideas spring 
forth. This time let's choose a big screen, let's go for these speakers 
etc. We're always bouncing ideas off each other. In the end we'll fix 
and idea an then we'll start from there. In actual practice, during 
development there's a lot of give and take but the producer will in 
outline choose a something and finally in the end the producer will 
make the decision and request AM4 to build it It's a kind of 
husband and wife relationship. 

SSM Do you sometimes have arguments? 

TM Yes. we do. Fairly often. 

SSM At what point in the game's development do you consider 
the design of the cabinet? 
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TM We decide somewhere along the way About midway through 
the process we first inform them of the image we have and then 
make various prototypes. Then, while all this is going on, at some 
point we'll settle on a design. 

SSM Dob the cabinet have an influence on the game? 

TMYes.it probably does. That's why you develop with the game 
and cabinet as a single concept. If the producers don't consider the 
cabinet's image from the very beginning then no matter how well 
the design process goes you won't be able to come up with one 
that's really good. The cabinet is very important. 



SSM With Sega Rally and Manx TT, you worked veiy hard 

Indeed to get the sound effect* extremely authentic . What 
processes did you go through with Sega Touring Car to 
produce the but sound possible? 
TM This time it was due to the development of the MPEG 
board. Up to now we've had to use computer programs to 
extract sound material that is built into the computer chips 
but we've discarded that. Instead, we can take the sound record 
ed at a studio, enter it onto the M-PEG board and play it. Thus, 
been able to have outside musicians perform for us That's a b 
factor for one. We really wanted to do that. 



SSM How important is the finished cabinet when it comes to 
the sound? 

TM It doesn't make any sense having great sound coming out of 
speakers you can't hear It goes without saying that in order to have 
the music etcetera heard as clearly as possible you need to create a 
good sound system. In addition, the cabinet's design will also have to 
change accordingly. This time we wanted to try placing the speakers 
like such, so the design of the chair had to be changed. However, if it 
has to change too much then it becomes a problem. There's the cost 
to think about as well. All in all, you have to consider the balance of 
this area very carefully. 

SSM The music in Sega Touring Car does stand out - did a 
Japanese pop band record the tracks for you? 

TM In the first place, we got in contact with a high level studio. AVEX 
TRAX who gave us songs from Belgium, Italy and also Japan. As for 
the Trance Techno songs, they were from four Japanese musicians 
who participated with us. We didn't use any popular bands. The 
Belgium and Italian musicians are fairly well known but the others 
are just young musicians, popular with the younger fans, who 
wanted to go on to do techno. We held some auditions at various 
places but we didn't have much time so it was only in Japan. By 
considering the future prospects of the various musicians we 
auditioned we finally ended up picking these four people. From now 
on we're going to regard the music as very important so. thinking 
about the future, we'd like to discover and raise new talent more and 
more. Up to now the music has been circulating around just the 
clubs and DJs. We'd like to use the wider field of games as well. 

SSM What particular theme* did you have in mind for the music? 

TM Our first image was a good drum-bass. By drum-bass, 1 mean it's 
got a unique rhythm but the sound of the drums and bass need to be 
simple so that it's right for playing the game. At the time when we 
were thinking about music that could help the player concentrate on 
the game, we really wanted to have that kind of music. However, 
after talking to the director and others we came to the opinion that 
this alone was a little too dreary so we included the songs as well. In 
addition, we choose it so that everyone could select their own 
favourite tune whilst driving. That's the way it all came about 

SSM What kind of hardware is there on the Model I board for all 
thing* audio? Are there any limitations you have to deal with? 

TM Certainly it's got limitations. For example, it's limited to having 
so and so many minutes of music entered on the board depending 
on the quality level. However, we were luckily just in time because 
we were able to use the MPEG board which is the new hardware 
used for the audio This is the first time we've used it. 




SSM Do you think that realistically, the quality of music and 
sound effect* can be Improved in the future? For example, could 
any form of surround sound work in the arcades? 
TM Yes I do. You have to keep improving! For the current arcade 
games. 1 think that the one think that is lagging behind is the 
sound. I'm convinced that sound has a major influence on people. 
Therefore. 1 personally think that I'd like to see people enjoying 
more games with higher quality sound where both the device and 
the contents have been brought closer together. Thus, if surround 
sound was available I'd probably use it, if 3D sound was available I'd 
probably use that also. If it's good and makes better sound then I'd 
really like to make an effort to use it. 

SSM Do you have any message for your fans in England? 

TM If you have access to the Touring Car homepage you can enter 
your own time and then you can participate in a World Wide Time 
Attack Competition! By all means, please join is. Also, please look 
forward to our next game as well. 



The kind of attention to detail 

artwork (above) sets Sega 
apart from its rivals. 

Touring Car Is the latest 
motnrspert to came to the 
arcades courtesy of AM 
Annex, with Further 



■ TOURING CAR ON THE INTERNET j 


http://www.sega.co.jp/sega/arcade/touring/ 

All computer -equipped Saturn owners are probably well aware 
of the brilliant web presence Sega of Japan have built up 
(address: http://www.sega.co.jp). However, AM Annex have recent 
!y set up a Sega Touring Car Championship area of the site, which is 
dedicated as much to the sport as it is to the videogame. Seriously, 
this is one of the best game-based sites we've seen covering every 
single aspect of the game along with user interaction along the 
lines of the Time Attack competition Mr Mizuguchi mentions in 
the interview. There's even some low-resolution versions of the 
tbuimg Car rendered artwork you can use as wallpaper on your PC 
(or Mac, if you have a program such as Decor). 


^^*££^^r^MEz~ V 


WM^^^r^J **?7 ^ *.cy~: ■^»j 


aakr- 




*^fe 






SEGA SATURN MBGflZINF 51 



Lj- a (/ 




»^THE ART OF 

Twenty yeai ago a motion picture event occurred that would foxevex change the way movies axe made. 
Stax Waxs not only revolutionised the axt of film making but also influenced the lives of millions. With 
LucasFilm pxepaxing to xelease Special Editions of the Stax Waxs, The Empire Strikes Back and Retuxn of 
the Jedi, SEGA SATURN MAGAZINE once again journeys to that galaxy fax, far away... 





WHEN STAR WARS FIRST BLASTED ITS 
way onto cinema screens in early 
1977, few could have predicted just 
how enduring or phenomenal 
George Lucas' visionary space opera would be. 
Indeed even Lucas himself was skeptical thai his 
years of hard work, studio confrontations and 
financial hassles would pay off at all. 

Fortunately for him (and us) Star Wars 
became an unprecedented success, spawning two 
sequels and, thanks to some foresight on Lucas' part, 
a wealth of cash-generating merchandise. Now, 
twenty years on, LucasFilm are rereleasing the Star 
Wars trilogy as celebratory Special Editions contain- 
ing all-new footage, computer generated visual 
effects and a digitally remastered soundtrack. Fans 
of the original films will get the opportunity to see 
their favourite flicks as they've never seen them before 
and a new generation of movie goers will be able to 
experience the Trilogy as it was meant to be seen. 

MAKING MOVIES 

In 1993, with the twentieth anniversary of Star Wars 
a meie four years away, George Lucas decided to 
begin work on restoring and rereleasing his classic 
sci-fi Trilogy. The original idea was simply to release 
the movies at two week intervals so audiences famil- 
iar with the video versions of the films would be able 
to see them on the big screen once again. However, 
there were many visual effects that Lucas was 
unhappy with and scenes that had been shot in 1976 
but removed before the final cut was assembled 
Turning to the visual effects house that he himself 
had formed in the early Seventies, Lucas set Industrial 
Light and Magic (ILM) the task of restoring his mas- 
terpiece to its former glory as well as bring the series 
bang up to date with state-of-the-art special effects 

The challenge was not only to seamlessly 
blend twenty year old footage with previously 
unseen digital creations but also to fully realise Lucas' 
original vision. Likewise the Trilogy would now also 
benefit from a full THX digital soundtrack. "This was 
my ulterior motive, "says Lucas of his decision to 
bring the films up to today's visual and aural 
standards. "There were various things with which I 
was never satisfied: special effects shots that were 
never really finished, and scenes I was unable to 
include due to a lack of money and time." 

INTO THE DIGITAL REALM 

The ILM team, under the watchful eye of Producer 
Rick McCallum and senior Visual Effects Supervisor 
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Dennis Muren. set about producing character and 
vehicle sketches for inclusion in the Special Editions 
while the original film itself, locked in a subter- 
ranean vault in Kansas, was being restored by a 
skilled optical team However, the original negative 
was in such a poor state that the entire film had to 
be carefully cleaned frame by frame then digitally 
scanned before a final print could be made. 



Three years of hard but enjoyable work by a 
team of filmmakers and restorers has yielded the 
definitive versions of Star Wars. The Empire 
Strikes Back and Return of the ledi. "I wanted to 
preserve the Trilogy so that it would continue to 
be a viable piecs 
century." Lucas says. Let 
new and improved.. 
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Star Wats 

(Released March 21) 

The majority of ILM's work can be seen in Star Wars. 
Unleashed across the UK on March a, the digitally 
remastered rerelease is not only an attempt to pre- 
sent Lucas' magnum opus as he originally intended 
it to be seen but also arts as a showcase for some of 
the groundbreaking visual effects techniques due to 
be utilised in the forthcoming Star Wars prequel tril- 
ogy. All in all there are roughly four and a half min- 
utes of extra footage for fans to ogle over, consisting 
of both new CG (Computer Generated) footage and 
previously unseen material. In 1976 Lucas shot a 
scene where Jabba the Hutt decides to pay a 
surprise visit on Han Solo at Docking Bay 94. 

In the original scene labba was portrayed by 
Declan Mulhotland. although Lucas intended to 
remove the partly actor with a stop motion creation. 
When time and money ran out the scene was 
dropped. With the advent of digital technology ILM 
has been able to reinsert this scene and seamlessly 
blend footage of a young Harrison Ford interacting 
with a CG Jabba. The Han/Jabba relationship was 
important to Lucas and including it in the Special 
Edition release was a major achievement. "I really 
wanted to put that back in there," he explains, 
"because it was relevant to what happens to Han at 
the end of the movie and in The Empire Strikes Back 
and Return of the Jedi. I wanted to be able to con- 
nect the first film with the next two, the way it was 
meant to be." You'll also recognise the feared bounty 
hunter Boba Fett hovering near the obese gangster 
acting as a bodyguard and silent witness to Han's 
smooth bargaining skills. 

Audiences also need to keep a watchful eye 
when Luke's Landspeeder makes its entrance into 
Mos Eisley as ILM has added scurrying womp rats, 
^^k loading droids, Rontos (huge, lumbering beasts 
^^^L^ based on the CG brontosaurus models used in 
^^^^k Jurassic Park) and increased the activity in the 
^^^^^ft now thriving spaceport. Sharp-eyed fans will 
^^B even be able to spot Dash Rendar's Outrider 
^Hft (the stock light freighter he uses in the N64 
^^^^B Shadows of the Empire game) as it blasts into 
^H the sky In the final Death Star battle, all 
^^^H motion controlled models have been replaced 

^H with CG craft capable of performing 
^^^^^L previously impossible ze 



The Empire Strikes Back 

(Released April 11) 

Although LucasFilm is still keeping quiet regarding 
the changes that have been made to Empire, the 

ill received a significant visual 
makeover with new CG footage of Cloud City and 

shots of Luke's encounter with the 
Wampa in its icy lair. In the original sequence, 
tered Luke hangs from the ceiling of a frozen 
before he frees himself in time to face the 
sharp claws of Hoth's premier carnivore ILM recent- 
ly re- shot the scene (using a costumed actor) giving 
the audience more insight into the savagery of this 
lumbering beast The legendary Snowspeeder battle 
has also been cleaned up with visible matte lines 
removed and niggling mistakes corrected. The 
Falcon's approach to Cloud City has been beefed up 
with CG shots following the ship as : 
way through towers and city blocks. 

ILM has replaced many of conceptual 
artist Ralph McQuarrie's glorious matte paintings 
with rendered backgrounds. Many of the live- 
Cloud City corridor scenes now feature huge win- 
dows providing a tantalising glimpse of Bespin's 
cloud sky below. Regardless of what you may have 
read elsewhere. Yoda will NOT be a CG 
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STAR WARS 
TIMELINE 

Ovei the past few years 
LucasFilm has attempted to 
form a cohesive continuity foi 
its Stai Wars universe, with all 
events contained within a set 
time frame. Although the 
original Star Wars movies were 
actually only set over f out 
years, George Lucas' cieation 
has since spawned a mountain 
of comic books and novels fur- 
ther enriching the timeless 
struggle of good veisus evil. 



• 


Dark Horse Comic 


• 


Movie 


• 


Novel 




4990 BSW- The Fall of 
the Sith Empire 



SHOOTING STARS 



The 1989 release of Timothy Zahn 's Hell to the Empire novel was really the catalyst 
that renewed interest in the Stai Wars saga. Since then theie has been a steady stream 
of novels, comics and literature adding to the established Stat Wars saga. Did you 
know that Han and Leia aie now married with thiee kids or that the Emperor never 
really died at the Battle of Endor? Thought not. Here's a quick look what at who's who 
and what you should know... 



Luke Sky walker 

Now a fully fledged Jedi Master. Luke has begun tak- 
ing steps to reestablish the Jedi Knights hunted and 
killed during the reign of Emperor Palpatine. 
Establishing an academy on the fourth moon of 
Yavin (used as a Rebel base in Star Wars) Luke has 
faced many challenges including rogue students, 
loss of his Force- based abilities and the resurrection 
of the Emperor himself His time is spent between 
finding and training new ledl and teaching Leia and 
her children how to use their newfound talents. 



Hut Solo 

Still a scoundrel after all these years, Han Solo is 
now Princess Leia's husband and father to their 
three children; Jacen. Jaina and Ana kin. Captain of 
the Millennium Falcon (co-piloted by his faithful 
Wookie companion Chewbacca] Solo often yearns 
for his carefree younger days but has certainly had 
his fare share of adventure over the past few years 
facing the remnants of the Empire and even return- 
ing to his homeworld of Corellia to face his own 
identical twin. 



Princess Leia 

Head of state and leader of the New Republic, Leia 
still resembles the feisty young women who risked 
all for the Rebellion. Now mother to three young 
Jedi and coping with her own Force powers, she con- 
stantly battles against overwhelming odds to main- 
tain the freedom and peace she helped bring to the 
galaxy. Leia has coped with being both a political 
and assassins target over the years although the kid- 
napping of her children has recently made her take 
a backseat in the New Republic's affairs. 

Bob* Fctt 

A constant thorn in Han Solo's side, the most feared 
Bounty Hunter in the galaxy actually survived being 
digested by the Sarlacc pit in Return of the Jedi. As 
the only person to ever outwit him. Fett burns with 
vengeance for Solo and has attempted to capture or 
kill the Corelllan on many occasions Clad in weapon- 
covered Mandalorian battle armour, Boba Fett knows 
that he and Solo are fated to meet again.. 




9+ ASW - Heir to the 
Empire, Dark Force Rising, 
The Last Command 
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The Emperor 

Wait a second... the Emperor' Yep, the evil Palpatine 
survived his apparent demise on board the Death 
Star II by projecting his lifeforce across the galaxy 
and Into a new clone body Returning from beyond 
the grave, Palpatine dealt many a crushing blow to 
the recently established New Republic until his final 
defeat at the hands of Luke Skywalker. Whilst 
attempting to posses the body of Leia's son, Anakin, 
The Emperor was driven from this plane forever and 
the galaxy was free once more 

Grand Admiral Thiawn 

Introduced in Timothy Zahn's novels, Thrawn was 
responsible for temporarily reuniting the Empire's 
shattered forces and, using his natural leadership 
and strategy skills, nearly managed to bring the 
New Republic to its knees. With the aid of the 
insane Jedi Master, Jorus C'Boath. the blue-skinned 
Thrawn used cloned Stormtroopers and a fleet of 
lost starships to bring the galaxy under his rule. 



However, his own lies and an unshakeable belief in 
his abilities proved to be his undoing. 

Joruf C'Boath 

When Thrawn began his campaign of terror, he 
enlisted the abilities of Jorus C'Boath, a Jedi Master 
once thought long dead It was soon revealed that 
C'Boath was in fact an imperfect clone and his men- 
tal health and Dark Side Force abilities soon drew 
him into conflict with Luke Skywalker. On the dis- 
tant planet of Wayland. C'Boath fought a bloody bat- 
tle against Luke but was eventually killed by swift 
actions of Mara Jade. 

Mara lade 

Unknown to all but a handful. Mara Jade was in 
actuality the Emperor's Hand, a highly skilled opera- 
tive charged with undertaking missions deemed too 
dangerous for conventional Imperial forces Mara 
was at Jabba's palace when Luke arrived but failed 
to kill him After the fall of the Empire she spent 



years hearing Palpatine s voice commanding her to 
kill Skywalker. In a light sabre battle with an evil 
clone of Luke. Mara was finally freed of her burden. 

lacen & laina Solo 

Twins born to Princess Leia Organ Solo and Han 
Solo. Jacen and Jama have inherited the Force from 
both their mother and Uncle Luke Although still in 
their formative years, both children have had adven- 
tures of their own and often get into more trouble 
than they can handle. Another child, Anakin, has 
-:•:■: beer nor:" 

Admiral Daala 

Charged by Grand Moff Taikin himself with oversee- 
ing the development of the Death Star, Daala spent 
years at a hidden Imperial weapons research centre 
called Maw Cluster. Unaware that the Empire had 
fallen she has recently struck at the New Republic 
time and time again He; last mission saw her allied 
with Thrawn's former First Officer, Captain Pellaeon. 




18 ASW - The Corellian Trilogy: 
Ambush at Corellia, Assault at 
Selonia, Showdown at Centiepoint 



What? A new section in SEGA SATURN MAGAZINE? Indeed. It's come to our attention that a great many excellent titles are being 
released in Japan to universal acclaim, but never getting any kind of European launch. Our aim with Sig in Japan is to highlight these 
games and get them on the shelves of the local Electronic Boutique or whatever NOW! 

ELEVATOR ACTION RETURNS 



VI NG/TAI TO 




With a choice of secret agents each with different capabilities 



jfefe 



Combined with range of great this game is coooool! pw* 
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uator Action Returns features the option 
I to include extra violence! This is actually 
quite coined ic in a Mortal Kombat stylee, 
with blood splats running down the back- 
grounds, men running about on fire ■ that 
kind of thing. The enemy scum are also keen 
n setting their dogs on you. Of course, they 
I need to be gunned down too, but curiously 
enough, Taito have not seen fit to include 
any grizzly deaths for them. They just howl a 
bit then vanish! 
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Combining decent graphics With great gamepi Elevator Action 
is an import title screaming out for an official rele; 
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CHARACTER STUDI 



Three different agents can be chosen to take 
n the Elevator Action Returns missions. The 
female agent, Edie Burret, is clearly a good bet 
to go fot. Although lacking a tad in power, 
she's relatively fast and packs a Beretta Mqir ■ 
the most powerful gun in the game. Two men 
are on offer, the first being Kart Bradfield, a 
very athletic somersaulting type, who's 
stronger than the girl, more agile, but packing 
a considerably less powerful Gloc-i8. The final 
character is the slowest but the most enter- 
taining - lad the Taff! A veritable giant of a 
man, he kills men just by charging thiough 
them. His Desert Eagle is the second most pow- 
erful gun in the game. All characters have two 

| different styles of attack. At long range they 
:e their guns on their opponents. Close-in 

I they favour smacking 'em over the head with 
the butts of their guns! 



. 
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MANX TT SUPERBIKE 

The range of amazing Sega arcade conversions continues apace with the release of Manx TT Superbike, the pseudo-sequel to the the 
brilliant Sega Rally Championship! But can it surpass the wonders of Rally? 




lthough there have been doubts about 
the quality of the Saturn Manx TT con- 
version, potentially the game's biggest 
problem was known before tf 
sion work even begun! The question of lastability hi 
been floating around for months now... after all, 
Mam TT has only the two differei 
jrses, as opposed to Daytona's three and Rally's 
jr. Just how can Sega make a two-track game a 
ity lastabie videogame worth forty five quictf Well, 
come to that later. 
First of all. we'll deal with the nitty gritty. In 
jM * $ .«rn,,of,pp„„„« ■ 

he good news is that the speed of the arcade game has been Sally's quality. The fluidity of the update is mo 

iccesifolly transferred across from Model 2 to Saturn. impressive, running rock solid at jd frames pei 




ond no matter what is on-screen. What is impressive 

screen. The TT course in particular is a triumph of 
design, successfully transplanting across just about 
every piece of detail from the arcade original across 
onto the Saturn, bar a few zebra crossings The 
beginner's taxey course also has its moments, but 
even the arcade version was lacking in detail com- 
pared to the tracks in Rally and Daytona. 

All of the gripes we had with Daytona CCE in terms 
of fluidity, detail and pop-up are put to rest with this 




GAME 



GAME Ltd. are offering £5 off the superb. MANX TT game on Sega 
Saturn. This offer is valid in all participating stores nationwide. 
Offer valid while stocks last 
Otter valid up to and including 30 th April 1997 

Ssk in store for details 
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is of the track can slow you up pretty badly. 



Although missing some detail, the tracks are pretty close. 



The speed and the look of the excellent Model 2 coin-op 

have transferred across to Saturn surprisingly well indeed 



□Ing to S3y tl- 



ie pop-up 



Manx TT ct 

is completely elimin 

The graphics, although impressive, are not the best 
bit of the game - no sir! As with Sega Rally before it. it's 
the quality of the control method that really makes this 
game so enjoyable to play. At this point I do have to say 
that a NiCHTS control pad really makes Mann TT that 
much more precise - the bikes are really flickable, but 
the response you get from the analogue pad makes it 
possible to control the extent of yout leaning into the 
various corners, so you can choose for sudden lurches or 
subtle turns around the more forgiving corners. 

So Manx TT really is an enjoyable road racer, 
but what of the lastability? The bottom line Is that 
there is only two tracks, and the first, the Laxey 

be described as taxing - it's the opposition (which 
is pretty tough) that gives this stage any kind of 
challenge. The TT course is far, far superior - 
longer than any of the Sega Rally tracks, demand- 
ing and exciting. Things are improved with the 
Reverse Mirror renditions of the tracks. Entirely 
different dri 





The intelligence of the CPU opposition makes Ham TT a 
slant battle against other riders - as well as the coursi 



; aspects of Manx TT 
arethe music and the presentation. The latter is just 
dull- way disappointing after the huge amount of selec- 
tables in Bally and DCCE. As for the music - arghhh! It's 
revolting beyond belief, but you can turn it down. It's 
just a shame that some all-new tracks weren't put 
together.The sound effects are okay though, although 
the bassy rumble from the arcade is missed. 

At the end of the day, there's little point denying 
that ManxTT is a classy videogame. What quibbles 
you might have about the sound and presentation 
can't disguise the fact that this is just great fun to play 
and does a great job of recreating the coin-op. 

^ 

RICH LEADBETTER 




RUN DOWN LIKE A STINKING PIG 1 


What is als 


very good indeed about Manx TT 


is that the CPU rideis are just as 


vulnerable to 


the danger 


of the course as you 


are. So 


unlike the 


nvincible pace oppo 


ition of pre- 


vious racer 


, it's now possible to 


see your foes 


come fly in f 


off their bikes... jus 




I y° utotun 


ver theml 




esKz, 


Jtf, 
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Maintaining speed with adept cornering and staying on the r; 
ing line is the key to success. 



Although lastability could have been 
d, Manx TT is a tough, enjoyable 



ing the arcade game tn Saturn. 
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AREA 51 



Fans of the X-Files, Dark Skies and American Government conspiracy theory related programmes in general rejoice, because GT are about 
to release the arcade hit Area 51 to enable you to reenact your deviant alien murdering fantasies in the comfort of your own home. 



or those people unacquainted 
X-Files, you may well be wondering what 
the hell Area si is. Well it's a secluded 
place situated in the Nevada desert in 
America where strange 

what exactly these are nobody can say for sure, but 
there are basically two theories on the subject. Firstly, 
that Area 51 is the top secret (despite being well pub- 
licised) area which the US government uses for test- 
ing their futuristic fighter craft and weaponry. 
Interesting as this may be, it would make 
for a pretty dull gar 

ig, that the US government 




alive. It is this that is the subject matter of GT' 
latest release, the aptly titled Area ;i. 




of being the latest in an 
games to utilise the Virtua 



Area 51 is an adequate rendition of the arcade original 

although the size Of the FMV window is a little on the small side... 



FENCING PROBLEMS 


The graphics of Aiea 51 are of the FMV variety 


with sprites ove 


laid making the game 


appear very smo 


oth indeed. The trade off has 


been with the si 


e of the playing screen 


which has been 


educed considerably and 


with a fence pla 


ed around the screen to dis- 


guise the obviou 


s borders. You don't get this 


in the PlayStatio 


n version, and to the cynical 


it's as though yo 


u're wandering around Area 


51 with wire me 


h strapped to your face. 
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Gun. As in most first- person perspective shoot 
ups. Area 51 has you following a predetermined 

Therein you'll discover hoards of screaming 

aliens who ought to be gunned dc 
violent fashion with points being 
awarded for each kill Exln point' 



nbee; 



led by si 



tive targets without missing. 

known as streaks and are essentia 

for racking up a high score. In add 

tion, much of the background 

scenery is destructible, which whi 

shot reveals secret weapons and 

power-ups within, not to mention secre 

rooms. The inclusion of a cowboy mode is 

most welcome too, whereby those people with two 

guns can play with them simultaneously. But then I 

always did that anyway. 







As opposed to the rather spectacular polygon 
fest of the Cop games, Area 51 is quite different in 
that it's all been done in FMV with the shootable 
targets being cleverly overlaid sprites as in 
arcade version. In fact visually it 
ould appea 



reryg 



indeed of 



gtheai 



S-:\i t: 



rather 




screen featuring sor 

attempted to disguise by sticking a 
rtesh fence to the screen. Admittedly 
en you first play the game it does 
quite a good job of fooling you into think- 
ing that it's full screen, but now you've read this 
the illusion will be shattered and you'll notice 
straight away. Sorry. 

However, graphically Area 51 is a bit on the ropey 
side with the sprite characters lacking in animation 
and not blending particularly well with the FMV The 
extensive use of full-motion video also gives you the 

rather than playing a violent shoot 'em up. Although 
quite tough with plenty of on-screen mayhem ensu- 
ing, the game itself remains fairly short and lacking 
the depth of it's Cop counterpart. Area 51 is the kind 
of game you can put on for a ten minute blast and 
enjoy, but as a long term investment it falls short of 
n of the Cop games. Area 



As mentioned earlier, you are not alone ir 
quest to find the self destruct system as you're 
accompanied by other members of your STAAR 

They tend to get themselves in the line 
of fire but must not be shot as it results in you 
losing a life, just like shooting a hostage in the 
Cop games. Unlike the enemy aliens however, 
they're not sprite based and aie in fact real life 

willing to sacrifice their artistic integri- 
ty to earn a little cash. 
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This is the fate that befalls you If you 
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INCREDIBLE HULK 



W 



Marvel characters gain their superpowers by either a) being bitten by a radioactive animal or b) being exposed to lethal gamma 
radiation. The Hulk falls into the latter category, but the developers of this game deserve to be subjected to both. 




The draw distance on the 3D in Hulk is exceptionally si 




SMASH IT UP 



Considering that the Hulk is one of the most pow- 
erful characters in the Marvel universe, it's bit of 
a surprise that he comes across as something of a 
wilting violet in the game. Delicate glass panels 
pose no obstacles to his big green fists, but any- 
thing harder than that and it's chaffed knuckles 
time. Punch a wall and all that happens is that 
pathetic polygon fragments come flying off. 
Locked doors remain so until switches 
ed, and the feeble robot enemies take three 
four hits to dispose of. This all stems from a 
plete lack of imagination on the developer's part: 
a Mass Destruction -style game in which the Hulk 
well and truly smashes would have infinitely 
preferable. And probably a lot better. 



HH 'm nMonino to save it mr the final rnm- 


doors and activate lifts This would be fine if it was 


^B mcnt t'mpoinp to tell vou ripht now that 


some other character, but the Hulk is the Hulk for 


H The InrrpHihle Hulk hv FldfK Interartiw it 


gawd's sake. Why can't he just smash through 


HMi^tH uulthniits dniihttho wnrstSatum gamp 


doors and climb up lift shafts? Because then there 


I've ever had the misfortune to play ever. Ever. And 1 had 


would be no point to the game at all. Once again 


to review Doom. I'll go into just why it's so bad later on, 


we are faced with a Marvel license which complete 


but for now here's a cursory glance at the plot. The Hulk 


y ignores the abilities of the character. 


blah blah captured yadda yadda Pantheon rhubarb blah 


3) The graphics stink. The 3D environment is boring 


taken to secret hide away yadda yadda yadda bad guys 


and jerky, and the draw distance is appalling. Vou 


crash into their own base blah rhubarb blah Hulk 


can't see more than a few 'feet' into the screen at anj 


escapes yadda yadda fight his way out. It's just as well 


onetime. Punch any part of the scenery, and dodgy 


you weren't expecting an epic, sweeping cross-ovef type 


ooking polygon fragments fly off, looking extremely 


storyline in which, after much agony and introspection, 


stupid. The animation on the Hulk sprite is abysmal 


Banner finally comes to terms with his irreversible condi- 


and the 'attention to detail' is shocking. Jump (if you 


tion and then gets angry and smashes the place up. 


could call it that) next to a wall and the Hulk's shad- 


By now you will have glanced at the final 


ow moves halfway up the wall as well. The enemy 


scores and concluded that 1 enjoyed playing the Hulk 


sprites are dull, and extremely blocky to boot. 


about as much as 1 would relish the prospect of gar- 




gling napalm. But just how was it possible for devel- 


^ '^^^^-^ mm \ 


opers Attention to Detail (snigger] to come up with 




i) To start with, the whole game concept stinks. It's 


wy lK^^^^ .^^J 


a Loaded style 3D exploration game, in which the 




A lot of walking about in this particular game. 




The landscape is very, very short 
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Marvel's Mfnma-spawned behemoth makes a most notorious appearance 

in what is one of the most spectacularly awful games ever 



3) The sound stinks. The music is appalling 'rawk' 
and the effects are rubbish too, but they end up 
being the best part of the game so don't deserve 
an in-depth molesting. 

4) The gameplay stinks. Your control over the limping 
Hulk sprite is vague, and it's often hard to tell where 
you are in relation to the bad guys. Speaking of which, 
puny robot sprites seem to be able to dish out more 
damage than the all-powerful Hulk, which is preposter- 
ous. Airborne enemies are nigh-on impossible to hit. 
and the profusion of mines and laser turrets mean that 
the Hulk is in for a toasting Even on the easy setting, if 
you last more than ten minutes you're doing well. Th 
plainly 

able strength and can leap up to three miles. 
Something to bear in mind for the sequel, perhaps? 

5) There is no long term payability. Or much in the 
short term either. One go on The lot 
you'll feel like you've lost all faith in 



Hildn't: 



I qualify on b 
longer t 



nthat. 
triple A 



So The Incredible Hulk is not q 
release then. It's another one of the 
publisher has quietly slipped into the shops hoping 
they'll sell with a few ads and no reviews. I'm not trying 
to be funny or clever by giving it such a low mark, the 
simple fact is that I cannot adequately describe just 
how bad it is. I can't imagine for a second that the 
developers looked at what they had and thought 'yeah, 
that's great, let's release it now'. I'm surprised that 
Eidos had the audacity to even release it, and I doubt 
that Marvel will be overjoyed with the end product 
either. The simple fact is that The Incredible Hulk is 
absolutely awful. It's an embarrassment to Eidos. to the 
developers, to Marvel, and to the Saturn in general. 



There have been a long line of Marvel games on 
the Sega systems, from the original Spider-Man 
games on Master System and Megadrive 
through to the current Capcom arcade conver- 
sions such as X- Men: Children of the Atom and 
the upcoming Marvel Super Heroes. Most 
Marvel games also have a reputation for being 
rubbish, witness Hulk and the Captain America 
games on the Megadrive for examples. Here at 
SEGA SATURN MAGAZINE we'd like to see a con- 
version of the four player X-Men scrolling beat 
'em up that was knocking around the arcades a 
few years ago. It was a top laugh and the Saturn 
could no doubt handle a spot -on conversion, 
how about it Konami US? 




■ appears when the Hulk hits a wall! Awful! 
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LOST VIKINGS 2: NORSE BY 

Interplay's latest offering is another victory for gameplay over graphics with enough puzzles to keep even Carol Vorderman occupied 
for a while, though I could think of better ways to keep her occupied. 




THE ANSWER IS IN THE QUESTION 



Conveniently placed around the first few puz- 

pane Is with a question mark logo 
on them. When activated a speech bubble pops 
up which hints at how to overcome the prob- 
lem at hand by showing you a certain move 
that one of the vikings posseses. Whilst you 
may think this detracts from the fun of solving 
puzzles, they are made scarce after the first 
level leaving all the elaborate and complex 
puzzles for you to sort out on 1 



nterplay si 

found a niche in the mar- 
Vikings 1: Norse by 
Norse west. Not on 
tion of having one 
sole game but it's; 
with Vikings as th( 

s vikings were not 
nice people. A large proportion of their time was taken 
up with raping, pillaging, wearing lethal head gear and 
belching. Beam Software who programmed Vikings i 
were obviously aware of the uniqueness of this game 
and saw fit to exploit it to the full and as such have 
made Vikings 2 the definitive Viking game by which all 
others shall be judged. Not that I'm predicting a whole 
i of Viking clones in the near future. 
The eagle-eyed among you may recognise this as 
sequel to the very popular Megadrive and Super 
hit, Lost Vikings. Well guess what, they're lost 



again Whilst voyaging home from for- 
eign lands, Olaf the Stout, Eric the Swift 
nd Baleog the Fierce are plucked from 
their long boat by a mysterious teleporter 
just as they were in spitting distance 
of home. Our three unlikely heroes re-emerge on 
board the space craft of the evil alien tyrant, Tomater, 
who has a painful and bloody demise awaiting them. 
However, largely as a result of technical difficulties, 
the Vikings manage to escape his evil clutches and 
gain some special weapons. But before they have 
chance to return to the land of blonde hair and blue 
eyes our heroes are whisked off once more to a mys- 
terious world somewhere within the confines of 



Thi-gai 



ngshastl 



is a platformer which incorpo- 

of puzzle-solving. Each of the 

i special abilities and weapons 

combined enables them to i 

ler of obstacles. One Viking alone c; 

any of the puzzles so it becomes a 

iti Using the strong points of each Viking tc 
compensate for the deficiencies of the others. As the 
player you are in control of all thf( 
back and forth between th 
ne whose ability best suits the ta 
Fthe bearded bunch should perish and ascend to the 
eat long boat in the sky then effectively it's game 
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NORSEWEST 





over as all Vikings are needed to complete the game. 
The task that awaits our three heroes is to seek 
out the various ingredients needed by the local witch 
to make a short range teleportation spell to eventual- 
ly get them home. As it's only short range though 
they can only be teleported to the next level, where 
again they must find more ingredients hidden on the 
platforms and guarded by hideous creatures. The 
ingredients themselves are not difficult to find, how- 
ever they are usually at the other end of a tricky puz- 
zle. Once they have been retrieved it's simply a matter 
of taking them to the witches cauldron so she can 
work her magic. The problem for our troublesome trio 
is that the witch hasn't quite got to grips with her 
spells and has a nasty habit of losing Vikings In the 
teleportation process. Normally our heroes would be 
stuffed without the help of each other but thankfully 



ave been thrown in along the w 
who are playable 

i Fang the Wolf who has razor-sharp cl 
attack his foes and Scorch the Dragon who breaths 
fire onto his attackers. To be perfectly honest I'm not 
a great fan of puzzle games and not having played 
Lost Vikings before I had no idea what to expect. 
However, after playing Vikings 2 for the best part of a 
weekend I was pleasantly surprised with what I 
found. Vikings 2 is an incredibly fun game to play 
with a novel twist on the normal platform formula by 
placing you in control of three characters simultane- 
ously instead of just one. This adds a whole strategy 
element to the proceedings making this a thinking 
mans {or womens for that matter) platformer. The dif- 
ficulty level of the vast amount of puzzles is just right. 
You start off by being told how to overcome the first 
few puzzles and with which character, then each puz- 
zle that follows is an elaborate and complex variation 
on these. Coupled with the cool sound effects and a 
good dose of humour, usually via the voice-overs. 
Vikings 2 has a very cartoon type of feel to it remind- 
ing me somewhat of the Earthworm Jim series. The 



Water baud puzile -solving action courtesy of Eric the Swift. 



LOST VIKINGS... AGAIN! 



average platformer music and is pretty cool il 
into all that techno stuff. The bottom line is t 
Vikings 2 is excellent fodder for platform/puz 
enthusiasts, with plenty of lastability. 






you'i 



LEE 



UTTER 
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After their adventures in the i&-bit original, 
the sequel picks up with our triumphant trio 
making their way home on their Viking long 
boat. But the evil alien Tomater has other more 
sinister plans for them and tele ports them onto 
his space craft. A punch-up later and oui 
heroes are teleported to a strange world, where 
once again they're lost. Who said Lightning 
doesn't strike twice. lust check out the intro for 
further details. 






:<t fas „ 



Look beyond the 16-bit graphii 

there's a whole lot of gameplayjust waiting 

ed. Re 
puzzle fanatics. 



You'll find that many of the puzzles involve finding keys far 
gates scattered about the levels. Actually finding them Isn't 
that difficult, it's getting to them that causes the problems 



After pinching a magical helmet from Tomaters space craft, 
Eric (the ginger ooel has the ability to swim under water for 
long periods of time without the need for oiygen. That's handy. 
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I IRON MAN A-Q MANOWAR 

Sick of playing X-Men? Tired of waiting for Marvel Super Heroes to emerge? Well cheer up, because Acclaim's latest super hero license 
may be just what you're looking for. Then again... 




X-0 Manowar comes Face Id face with one of the aliens which 
has the ability to fire bolts of electricity from Its finger lips. 




fter the ludicrously appalling Batman 

Forever, acclaim have obviously acqui 

have released Iron Man and X-0 
Manowar in Heavy Metal to give it its full title. 
Programmed by the very same people responsible for 
t Batman effort, they're obviously hoping to 
redeem themselves with the I 
scrolling platform shoot 'em up 
two metal titans for the first time in a game ever 
claimed to be the ultimate in super hero power a 

Trie game itself requires our two heroes to 
progress through the various levels carrying out t 
mission objectives outlined prior to the start of e; 
level. Don't worry too much about this though 

gameplay at all. Vou simply walk or run from left : 



gthe 



vrongdoe 

misfortune to get in your way. At the end of each level 

; face to face with a nasty boss character 

no attempts to draw to an end your super heroic 

, these are quite tricky to kill, especially 

when a time limit is imposed upon the proceedings. 

As the player you are given the choice to play as 

either of the 

Manowar. Each of them differ in terms of super pow- 
ers and abilities but overall are pretty evenly matched. 
They both have a variety of weapons, usually of the 
ray beam variety which can be upgraded considerably 
throughout the course of the game. This is done by 
collecting the power-ups discarded by the bad guys 
when they are killed. Both characters also feature a 
boost move, which sets them in flight for a short peri- 
od of time via their rocket boots This becomes useful 
for reaching the villains that are hiding on some of 



SURFACE TO AIR BATTLES 



The one improvement that can be seen in 
the Iron Man game over the recent Batman 
game is that the action takes place on sev- 
eral platfoims. This is achieved via the 
boost move that both of the two super 
heroes possess which sets them in flight for 
a limited period of time allowing them to 
reach the higher levels. Eventually though 
the boost runs out requiring our heroes to 
sit on the sidelines foi a while until their 
boost power is replenished. 



Battle as either Iron Man or X-0 Manowar through the 

cosmic carnage to prevent the imminent apocalyptic meltdown. 









-.1, | : .?V . 



Iron Man's special weapon is the El 
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Each of the weapons I hat eithei lion Man or X- 
O Manowar carries can be fully upgraded by 
collecting the power-ups that are left behind by 
the dead villains. So for example if you collect 
the right power-up your normal pulse laser can 
become a bi-directional homing laser. This is in 
addition to your EMP Device which fires a huge 
beam from your chest. 



if Acclaim have a quality control department, an those in it 

should be very ashamed of themselves 



the higher platforms and dodging the ones that 
aren't. However including this has obviously been at 
the sacrifice of being able to walk into and out of the 

pl3yer option has also been included which adds 
somewhat to the longevity and also makes complet- 
ing the game a slightly easier task. 

However try as I might, (find it hard to be 
enthusiastic about Acclaim'? latest offering. You'd 
think Acclaim would know better than to release such 
substandard nonsense as it does their reputation no 
good whatsoever Their name is quickly becoming 
synonymous with the words "crap" and "game" iron 
Man obviously runs on the same engine as the recent 
Batman Forever game and likewise the graphics are 
terrible with the motion capture system being equally 
as disappointing. They fail to scrape the surface of the 
Saturn's awesome JO Sprite handling capabilities 
showing us little that couldn't be achieved on the 




Megadrive. As in Batman Forever the end-of-level 


bosses are particularly ugly to look at and all employ 


the exact same cheap tactics. It's so frustrating! 


Gameplay wise there are no revelations here. The 


action is repetitive with little variety in the 


moves or weapons and with the mission 


^fe> 


objectives being incidental to the game- j 


" 


play. The music is also pretty dire. s-m_ 


1 i 


Ves, l understand that there is a 11 


,1 


heavy metal theme to the game but nM 


u * 


that really is no excuse for the tern- jHj 


» 


ble music. Thankfully it can be *j| 




turned off on the options screen other- 




wise 1 would have done myself in by now. 1 


In short, Iron Man and X-0 Manowar ^^L 


in Heavy Metal is more of a chore than a H^V 


challenge. Don't be fooled by the Marvel ^^ 


Comics (or indeed Acclaim comics) licence, it 


doesn't make the game any more enjoyable. If 


Acclaim have a quality control department, all those 


in it should be on the receiving end of a brutal kicking 


for letting this one slip through the net. Games like 


this have no place on the next generation consoles 


and will not be tolerated. 


■frf 






SEGA SATURN MAGAZINE 69 



-liU'ili'.'l 



[MASS DESTRUCTION 

If ever a title could effectively sum up a name in two words this would be it. There's little ambiguity in the title Mass Destruction. Such 
a name conjures up vivid images of a kill or be killed, destroy everything in sight kind of game. And that's just what it is. Sort of. 
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There are some excellent graphical touches 
in Mass Destruction to make it as good to 
look at as it is to play. The pyrotechnics are 
amazing, with massive sprite based explo- 
sions as you unleash a couple of missiles in 
the general direction of an enemy building. 
Especially impressive is the awesome flame 
thrower which burns everything to the 
ground. The way the explosions reflect in thi 
water looks pretty cool loo. 





■■■ as 5 Destruction originally started life 

I | I PC game before being has 

B j j 1 for a Saturn release under the imaginative 

?^<*^^H title of Tank. A few months later and after 

reverting back to its original title the Saturn 

Mass Destruction is ready for release. And it's going to 

'II see. The game itself is possibly one of 
the least pretentious games about. It has absolutely no 
plot, no storyline and no justifications for the mindless 
violence and mayhem that ensues. It's being touted as ; 
videogame produced for the sole purpose of entertain- 
ment. It's that simple. You could however say it's pre- 
tentious in advertising its unpretentiousness, but that's 
just being pedantic (and maybe a tad pretentious - 
Rich), Mass Destruction also bears uncanny similarities 
to the Amiga classic Firepower and the 3 DO sequel 
Return Fire SO you'd be forgiven for thinking that they 
were somehow related. But they aren't, as essentially 
Mass Destruction is a very different game indeed. 
Intrigued? Read on... 

Mass Destruction places you in control of one of 
three tanks, each with different armourand speed 



to complete your various mission objectives within 
the fully functional environment. The missions are 
usually of the search, destroy and rescue variety with 
the overwhelming emphasis being on the destroy bit 
Once your mission has been successfully completed 
your are transported to the next mission in a differen 
environment. Whilst this may sound remarkably simi 
lar to other titles Mass Destruction differs in on 
major respect. The ide3 of the game is not nece 
to progress through to the end of the game, but 



ml. 



ar way to NiGHTS and various games of old. 



re attack game. Each of the 



is Destruction is 

:ructible enemy buildings, sl 

is are worth a certain amount of points The idea 
> cause as much destruction as possible to get the 
jest score. This is entered on the high score table 



The huge Sprite-based explosions as your enviroment 

crumbles around your ears look very Spectacular indeed. 



Mindless destruction it its absolute best. You just can't beat 
Or at least that's what the programmers thought. 




Failure to comply with your 
being whisked off to a court 



Flame the troops and watch them scatter... on lire! 



buildings In downtown su 
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Power lips are an integral part of virtually 
every shoot 'em up and Mass Destruction is by 

xeeption. Once the a 
ably depleted it becomes necessary to seek out 
powei-ups to replenish your supply. These are 
usually scattered about the levels and are also 
hidden inside enemy buildings. 




Dur tank under attack from enemy forcei. 



Mass Destruction looks great, it's easy to play and with the 

score attack element it should occupy you for quite some time. 



and the idea is for you to come back and beat it time 


to every bump and dip in a most realistic way. In add 


and time again. Or so the theory goes. 


tion just about everything is totally destructible, ever 


Naturally with this being a game which focuses 


the trees which results in some thunderous explosive 


substantially on destruction, the programmers would 


sound effects. All this running at a super-smooth 60 


have to make the destruction pretty spectacular. And 


frames per second, that's the same as Saturn VF2. 


that's just what they've done. Each of your weapons is 


On the down side though, NMS have left out th 


capable of making some huge sprite-based explosions 


all important two-player mode which really is a trav- 


as your environment crumbles around your ears 


esty considering how well it worked in bDO Return 


which looks very spectacular, especially when you can 


Fire. The game engine is obviously excellent and easi 


see the reflections in the water. Though the action is 


ly capable of supporting a split screen two-player, 


viewed from a plan perspective the environment is all 


which leaves you feeling that this really is an opporti 


in jDand fully functional, meaning your tank reacts 


nity missed. And although the missions are quite var 



ied, ultimately what each of them boils down to is 
destroy everything which after a while may get a tad 
repetitive. Having said that, Mass Destruction looks 

t's easy to play and with the score attack ele- 
should occupy you for 

you're after, this is definitely worth a look. 

40 





Ttie nuclear plant is soon In bo an enviromental dlisaiter. 



(Left) k good example of what not t 


do at » petrol statiuon. 




An excellent blasting game based around a 
stunning game engine, marred only by the 
tragic omission of a split-screen two-play- 
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SPOT GOES TO HOLLYWOOD 

Cast your mind back. Way back. Further than that. No, you're not trying hard enough. What can you see? The dawn of the 32-bit 
consoles and some game called Spot Goes to Hollywood? That's right. And now, at long last, Spot is finished. Well hallelujah. 




The six worlds in Spot Goes to Hollywood all have 
a tenuous movie-related theme. You begin on a 
pirate ship under attack from a giant octopus, 
before moving on to an Indiana Jones-esque jun- 
gle temple, which includes the compulsory mine 
cart level, and a haunted house home to none 
other than Count Dracula himself . In addition to 
this, there are three bonus worlds comprising of 
a Wild West themed zone, a blatant Jurassic Park 
rip-off, and a sci-fi extravaganza finale. Locating 
these hidden sections, however, will require all 
the platforming skills you can muster. 



hese 'fashionably late' releases si 

ling of a theme over at Virgin, 
Spot Goes to Hollywood first surfaced in 
1994, and only now is it complete. Heart 
of Darkness is also one of theirs, and that's been in 
development for over three years at well. But who can 
blame the programmers for wanting iheir creations to 
be perfect? After all, every Quake release date given 
out by id software was simply 'when it's finished'. Still, 
it missed release dates 
and development hell, we're here to ruminate about 
Spot Goes to Hollywood. So let's ruminate. Right then. 

A sequel to the classic Megadrive platformer 
(that's the original Cool Spot, by the way, not the ver- 
sion of Spot Goes to Hollywood released on the 
creaky iS-bit system over eighteen months ago). Spot 
Goes to Hollywood is an attempt to take the round 
red zitty one into the next generation, utilising ren- 
dered graphics, quality sprite animation and the free- 
dom offered by an isometric playfield. The beautifully 
rendered intro sequence explains what little there is 
of the plot. Whilst slumming it inside a cinema vend- 
ing machine, Spot gets sucked in a movie projector. 



battle his way through six movie themed 
worlds if he is to get back to the comfort of his refrig- 
erated fizzy drink dispenser in one piece. 

Of course whilst Spot has been languishing in 
development hell, Sega themselves have got in on the 
isometric platformer act with Sonic 3D. So how do the 
two compare? Well, both have rendered backgrounds, 
but while Sonic also makes use of rendered sprites. 
Spot and his adversaries are well animated cell-drawn 
creations. They have a bit of a Disney feel to them. 
maybe even too much of a Disney feel in places; a case 
in point is the wild boar sprite on the lungle level that 
bears an uncanny resemblance to Pumbaa from The 
Lion King. The animation on Spot himself is excellent, 
and the little red guy has the same 'kewl' personality 



spot Goes to Hollywood doesn't hold a candle 

to more recently developed software SUCh as SantC 3D 
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The animation on Spot himself is excellent, and the little red guy 

has the same 'kewl' personality he did in the Megadrive original. 



he did in the Megadrive original. Leave h 
while, and he'll make calls on his mobile 
phone or lap impatiently on the screen. 
Unfortunately the level construc- 
tion is not as varied as that in Sonic 3D. 
Just about all the levels are completely lir 
ear, so you find yourself just going up am 
right all the time. This is not so bad on th 
initial pirate ship levels, as you would 
expect a boat to be long and thin, but 
long, thin cave systems or haunted hous- 
es? I don't think so. There are loads of 
hidden warps to find which whisk play- 

tions. but even they don't break up what 




oft* 



js experience, 
ection is admittedly quite good 
his becomes frustrating as you 
it fail to make a jump you 

highlights the inad- 



By shooting the barrel type objects found o: 
each level. Spot collects special weapon 
upgrades that aid him in his quest. The n 
common power-up is a simple j-way shot, but 
he can also acquire freeze shots, power shots 
and dynamite packs that blow even the most 
stubborn obstacles out of the zit-like one's path. 
Also available inside bonus barrels are SpotDots 
and the occasional bad guy, so stay alert. 



: level d. 

oljL: 'v.. 




is mobile, then dies horribly. 



dropoffs and what-not. but in the end if 
just more of the same 'up and right' inai 
tion on a decidedly flat floor. 

Spot Goes to Hollywood is not in the 
same league of badness as some of the 
atrocities we've seen this month, but 
there's nothing about it that really leaps 
j out and grabs you by the throat. It looks 

edge, probably due to its interminable development time 
I think that that is really what lets the whole game down. 
Spot is effectively now two or three years out of date, and 
developers should surely have had time to do something 
about the sloppy controls and poor collision detection 
which only add to the game's woes. Had this game been 
aSaturnlaunchtitle.it would have been unique for the 
time, and would probably have been 
pathetically. As it is, Spot Goes to Hollywood doesn't hold 

ecently developed software such as 
Sonic 3D. It's a nice try, but it's a bit on the late side. 

4* 





SEGA SATURN MAGAZINE 73 



Lli!iliJ 



MEGAMAN X3 



A 



Capcom's classic platform hero has finally arrived on the Saturn in his first official release, but can Megaman really hope to recapture 
his 16-bit heroics of yesteryear? Find out NOW! 




apco 



;uri:,j-„ 



ely been nothing short of miraculous. 
From a company that became complacent 
by releasing rehashed, carbon copies of 
its own successful Street Fighter series to its stream- 
lined rebirth (due in some small part to both Resident 
Evil and that self same fighting game series) Capcom 
have managed to reinvent themselves. Fortunately, 
the mass market appeal of certain titles has enabled 
Capcom to continue producing fan favourite games for 
limited, niche markets. Chief among these has to be 
the Megaman series (known in Japan as Rotkman), 
popular for their colourful, cartoony graphics, testing 
platform action and over-the-top bosses. Now 
celebrating his tenth anniversary with the gorgeous 
Megaman 8, Capcom's bionic blue boy is making his 
first UK Saturn appearance in Megaman X] thanks to 
Virgin Interactive Entertainment. 

Originally released on the Super NES as the third 
episode of the second Rockman series. MMX3 is 
set hundreds of years after the NES sei 
is a future version of the original 
Megaman who was found in a capsult 
by a scientist named Dr Cain, Using X'" 
advanced design. Cain built highly 
sophisticated robots that could think f 
themselves and called them "Reploids' 
Trouble arose when Reploids started tc 
turn against humanity. In order to stop 
droids that went 'Maverick' a special pi 
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leforci 



nfSig 




crifieed himself 
to help X defeat Sigma and his forces. A few years later. 
three followers of Sigma formed the "X Hunters" in an 
attempt to destroy X and bring Sigma back. The X 
Hunters had found all of Zero's parts and were 

attempting to rebuild him. but they needed Zero's 
Irol chip which was held at the Maverick 
unters' home base. X had to defeat the 
new rivals to retrieve Zero's parts, and 
then faced off once again with Sigma. 
After the destruction of Sigma, the world 
once again began to return to peace. A 
Reploid scientist, called Dr Doppler, found 
hat the reason the Reploids went 



letoa 






force was formed called the, be 
Hunters. The leader of this forci 
Sigma, went AWOL and later le, 
full scale attack against human 
remaining Maverick Hunters, n< 
named Zero, in the fight agains 



^e it or not. Maverick 
a Reploid named 
I other Reploids in a 
X decided to join the 
i led by a Reploid 
jigma. In the first bat- 



aged to isolate and neutralise. After Doppler's 
discovery was put into use, several powerful Reploids 
became followers of Doppler and joined with him. 
Months later, something went wrong and Doppler and 
his army turned irregular from the virus that Doppler 
supposedly neutralised. X, now joined by Zero, set out 
once again to take up the fight... 



It's not as if the Saturn can't handle a few layers of parallax scrolling 

and a handful of 2D animated characters so why the screen reduction? 



Devious Sub-bones hamper Mega man's journey. 




The pnnr quality of the opening 
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Memorize youi 

attack patterns aid find 

their weak points. 



While the 16-bit version of Megaman X3 
it's my sad duty to inform you that 

Players guide X through eight increasingly 
platform -based levels, blasting foes (with the aid of his 
powerful, arm-mounted X Buster cannon), dodging traps 
and attempting to make it safely to a rock-hard boss. 
Each boss then takes the offensive using a predeter- 
mined attack pattern which must be memorised if X is to 
defeat them. Destroy a renegade robot and 
you're granted that Reploid's particular 
weapon. As with every single Megaman 
game, players are then able to access their 
accumulated weapons and use certain 
devices to dispatch specific foes Once the fi 
stage is completed, you're then free to tackli 
each level in any order. At certain points Intl 
game players are allowed to switch between X and 
his partner. Zero. Despite the obvious wardrobe 
change, there's really very little to differentiate 
the two characters until special weapons and 
armour are collected. Completing the game is a chal- 
lenge in itself but returning to each stage, discovering 
secrets and then using those extra devices to open up 
other levels adds to the game's longevity. 



was d competent platform shoot 'em up 
the Saturn game is a bit Of a travesty. 





32-bit version of X3 h 
if the Super NES game with a few new touches 
idded to justify its leap to Saturn. Although identical 
the original Super NES version, in terms of game- 
)iay, animated intro sequences and new sound effects 
>ave also been added. These animated clips are pre- 
ited in a classic Japanese anime style although 
he dubious quality of this footage unfortu- 
nately sets the low standard for the rest of 
the game. While the i6-bit version of 
Megaman Xj was a competent platform 
t-'em-up it's my sad duty to inform you that 
Saturn game is a bit of a travesty. For a 
art there are obtrusive borders cropping the 
action. While that's certainly a familiar 
sight in most UK Saturn games, in 
Megaman X3 the screen is cropped vertical- 
ly for some reason. Strangely enough the PAL 
PlayStation game only suffers from minimal black 
borders at the top and bottom of the screen. It's 
not as if the Saturn can't handle a few layers of 
parallax scrolling and a handful of 2D animated 
characters so why the screen reduction? As 
Megaman X3 is intended to generated interest 
among PSX and Saturn owners for a true next gener- 
ation version of the series, why are there no truly 
)vative enhancements to what is essentially a 
ightforward 16-bit port? The real crime is that 
;in have decided to release this sham of a game 
instead of the glorious Technicolour platform 
delights of Megaman 8. As it is, this title is strictly 



With any Megaman game, fans are treated to a 
host of new boss characters each of which is 
equipped with a unique but devastating 
weapon. In the original series the likes of 
Bomb man, Fireman, Spikeman and other 
colourful robots made their first appearance. 
For Megaman's next generation outing howev- 
er, the bosses have undertaken animal-like 

ind have ridiculous monickers... 




GRAVITY BEETLE ACID SEAHORSE 
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VOLT CATTISH CRUSH CRAWHSH 

*: SLECTBO SMBX WE APON; SHOCK CANNON 



<& 



TUNNEL RHINO NEON TIGER 

WEAPON: MUU SHOT 
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k disappointing Saturn conversion of a 
competent Super NES game. Poor cartoon 
sequences, sparse levels and appalling 
loading times make MMX3 one to avoid. 
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SEGA SATURN " tips 

Due to circumstance beyond our control, this month's tips section has been produced by the lovely Phil Dawson, official office gopher 
and the only person on the face of the planet who has managed to take the concept of the plunge neckline and apply it to the back of 
his trousers. So if you're stuck with a game or you need just one more life for completing that oh-so tricky level, then you know where 
to come. Send in your top cheats, codes and hints to: TIPS, SEGA SATURN MAGAZINE, 37-39 Millharbour, Isle Of Dogs, fondon, E14 9TX. 
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VIRTUAL ON 

Alternate Colours 

ie Title screen, simultaneously press 
UP, L, and R to change the colour of yoi 



Different Camera Angles 

le playing, press X, Y, and Z 
ie same time to get diffei 



Select iaguarandi (Easy Way} 

MS DOWN, 

and R to select Jaguarandi. 




Id be able to select iaguarandi. 

Ship Abduction 

After beating the game, wait for 
the credits, and when they start to 
roll, move the control pad from 
LEFT to RIGHT. A tiny ball of light should 
shoot across the stars, and when your 
mech comes into view a ship will 

by, take your mech. and fly to 
the blue planet with it. 




NIGHTS 



When the SONIC TEAM logo 
appears on the screen, press A, B, 
SIGHT, A, C, A, DOWN, A, B, 
RIGHT, A. Next, at the title 

en, press UP, DOWN, LEFT, 
RIGHT, A + START. Highlight j 
any of Elliot's dreams, 
then press X,Y,Z,Y. X, START. 

rtthe dream, pause your 

ne, and press RIGHT, A, LEFT, 
LEFT, Y, START. Lastly, collect 50 
crystals, and jump (or press 
START if you're NIGHTS). If 

?red correctly, adebugmenu 





COMMAND AND CONQUER 



MISSION CODES 

We've just received the mission codes for every 
level in this excellent game, so if you're having hav- 
ing hassles with some stages why not simply skip 
over them? 

GDI: Global Defence Initiative 

Mission 2. OBK0S97WS 

Mission^ -■ A6MGEHMBT 

Mission 4 .... TGDD2AM6Z 

Mission 5 - D89BJ1OAJ 

Mission 6 LCTL6D03P 

Mission 7 .... - 8KYJ6QaCD 

Missions .... OSKUUK6HX 

Mission 9 WW44HWIA3 

Mission 10 0ZWOS3T3T 

Mission i WWMVVNVXP 

Mission 1 J - 4LJRI96'Q 

Mission!) 4U99NJDW 

Mission 14 „ DQRUAZ58W 

Mission^ ... UYV0XP63M 

Mission 16 _ EQRGNaJXS 

Mission n X0FJIEZ5F 

MissioniS 6M7UH51PM 

Mission 19 ...... 6M7C8JFJS 

Mission jo ..... WH0Q1Z401 

Mission 3< .... 0DGYNACT7 

Missions . . 4 li9BWlAP 

Mission J) ...... K8APUCM0X 

Mission ?4 . ... SCUZHSYT3 

Mission 25 .. K8A733AM9 




Brotherhood Of Nod 



Mission i 




Mission 




Mission i. 






Mission 6 


3LXGVRRNL 


Mission 8 


EsBoFWYER 
















SCUHO3BTQ 










Mission iK ., 

Mission -9 


ZGINQUAJNO 

tSEjGNWHU 

K8APBKA8G 










Mission 




Mi5?i0n!£ 


VHDOJYPZ5 
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Die Hard Trilogy 

Welcome to the first instalment of our Die Hard Trilogy players guide. Over the next & m three months we aim to 
bring you a definitive guide to all three games. The first being a blast lest in the Nakatomi building, secondly is a Virtua 
Gun-based blaster in the city airport and lastly we go for a merry drive in the city of New York. Written by PHIL DAWSON. 
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too quickly. The mos 
to charge at enemie 


effective way of using the MP5 is 
you'll kill them before they can 
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■CHINE GUN Whoa' We're playing with the 
ow This huge beast is equipped with two 
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Clane is approaching death. These packs ace you'll have thirty seconds to reach 



s. The health badge turns green IH*** tt| ■*»!■** 
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finish the whole lot off, alio look out for the MPs that out the te 
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Dark Savior 

Welcome to the first instalment ot the SEGA SATURN MAGAZINE'S Dark Savior coverage/fhis name from the 
creators of Megadrive Landstalker is an essential piece of Saturn gaming and simply /emands purchase. 
Here we show off how to get through most of the game and point out how to avoid tfe main pitfalls I 
of each parallel. This is yet another master's guide from the hands of DANIEL JEV(f£. Enjoy! jfl 



THE PARALLEL SYSTEM 



RALLEL 3: Reach the captain's cabin before 5:3c 
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PARALLEL ONE - A HUNT FOR THE EVIL ORDER OF EVENTS: 
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3. WARDEN'S CASTLE kii^w r 
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atie) that lets you climb up onto Lhe high walkway. 



rn 












— 



Milan, his vm-.ik s|u>1 i-. tur. b.uk Look .il tin- balilf 



m 




ii^*fr^ 



r*3 PLAYERS GUIDEI 



PARALLEL TWO - A HUNT FOR THE HEART 
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ORDER OF EVENTS: 
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PARALLEL THREE A HUNT FOR THE LIES 
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goes to itiike a deal. Big i 

ORDER OF EVENTS: 

1. TOWN The incident with the yoi 



* 



3. WARDEN'S CASTLE whu.mita 





7. UNDERGROUND CITY , 






- 
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4. MIRTUEGEN'S MANSION ..,. ■.,. 
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. FOUR - A HUNT FOR THE TRUTH 5. DEATH VALLEY a ,«„ do ». u„„ ..««. i.,,i 
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ORDER OF EVENTS: 



PARALLEL FIVE - THE MARATHON OF DEATH 




BB»a 



. The catch is, you 
wo energy bars to f ighl all of them! 
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Tomb Raider ^* 

Here we are the final episode of what has become a pretty vast Tomb Raider complete solution. This is 
indeed part three - the last bit - where we take you from the terrors of the Natlas Mines right through to the 
game's incredible, action-filled conclusion. Now we join LEE NUTTER as he continues his exhaustive coverage 
of this stunning title. 

NATLAS MINES j rr 



right, climb out I 

p.ith jnd pull tlir livi'i 

in before pulling yourself on the left side of I 



' " n through t 
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Seals 
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blasting .nut n'tn< 

:■ yniii M'll up wiUi the v 
and perform j running jump 
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climb up through the hole, then pull the 

run tluough the 
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I using the magnums and grab 
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I The first game to employ Capcom's new CP-System III arcade board, Red Earth Is yet another 2D beat 'em up, but 
this time it's a bit different. SEGA SATURN MAGAZINE pulls on its collective fighting trousers to investigate. 



I hile the long awaited Street Fighte 
III is still some way away, Capcom' 
| R&D department have 
>t been slacking off. 
I Its latest creation is the CP- 
System III board, essentially a CD-ROM pow- 
ered beast capable of super smooth animatii 
wild sprite manipulation effects and some 
fancy zooming on the side. So after recent 
diversions into the action {Resident Evil) 
and puzzle (Puzzle Fighter) genres, what game has 
Capcom developed to show off its new piece of kit? 
Another beat 'em up. Tsk, typical. 

But hold en, because Red Earth is not 'just 
another beat 'em up'. Sure it looks like a beat 'em 
up, and plays like one too. but Red Earth is different 
from the rest because it incorporates elements from 
a genre at the other end of the gaming spectrum, 
the RPG. Only four characters, detailed elsewhere in 
this feature, are selectable, and in the one player 
Quest Mode they have eight adversaries to defeat 
before the game is completed. 

Unusually for a beat 'em up. the selectable 
characters don't fight each other in Quest Mode. 
Instead they all have a personal reason for taking 
on the might of the Evil Empire, which is trying 

■r the world. After each fight, 
how well you performed translates 
into experience points, which 
upgrade your character by 
improving their attack and 
defence strength and allowing 
"ie accessed. Once 




t of experience points have been 

amassed, your character's rank is also increased, up 
n of level 33. 



MYSTIC MEG 

Like the majority of Capcom's recent beat 'em ups, 
Red Earth contains spectacular Super moves. This 
time, however, they don't rely on pulling off 
standard special moves to charge up a Super gauge, 
instead, your character collects Mystic Orbs 

from crates that randomly appear in the 

playing area. Six types of otbs (fire, 

:e, thunder, poison, wind and 

earth) are available, and all have 

varying effect when used. 

Players can use orbs 

ways. One is to pull off a 



unique special attack, which is accessed by 
fireball motions and a punch, and the other 

method is to draw on the power of the 
orb itself, which produces the same 
It which ever character you are 
nd is invoked by a backwards fire- 
on and all three punch buttons. 
This introduces a tactical element into bat- 
;s, as you cannot rely on charging a 
Super gauge to pull off Supers and, in 
player battles at least, you can prevent the 
her player from collecting orbs by nicking 
for yourself. 

PASSWORD PROTECTION 

Considering that players can power their characters 
up way beyond their basic attributes, it would be a bit 
of a pain if you had to start again at level one every 
time you played. Fortunately, Red Earth uses a unique 
password system, so you can continue from where 
you left off. At the end of every game you are given a 
numerical password, which can then be re-entered at 
the start of a new game. The only problem with this 
system is remembering an eight figure password, so 
be sure to take a Biro down to the arcade with you 




I ABOVE LEFT) These fantastic swirl y backgrounds 
sible with the CP-Sjstrai III board. Here, Mai Ling 
up her standard Super attack. 
{ABOVE RIGHT) As usual, Capcom' 
gratuitous paoty shots. 



s powering 
resist a few 
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Exciting intermission shots here as Kenji has a good chat. 



4\ V 






The CP-System II! is roughly four times as pow- 
erful as the old CP-System [I board. The new 
hardware can handle 256 colours per sprite, and 
with a total of 512 colour palettes, that means it 

Backgrounds can have up to five levels of line 
scrolling, and the amount of data that can be 
stored on the board ranges from 772Mbit to 
1200Mbit. Compared to the 322Mbit available on 
CP-System II, you can see why the new board 
has the capacity for such smooth animation. As 
well as Red Earth, Capcom has developed Street 
Fighter ill for its new board, but beyond this, 
other CP-System 111 titles have yet to be revealed. 




QUEST MODE 

The actual mechanics of the Quest Mode differ 
slightly from most beat 'em ups. For a start, your 
character has two energy bars, while your oppo- 
nent's stretches across the entire length of the 
screen. If you are defeated and choose to continue, 
your adversary continues with the amount of ener- 
gy it had left when you were killed. If you win, your 
energy is replenished depending on how well you 
fought, so if you did badly, expect to start the next 
round with a tiny slice of energy Players can collect 
extra lives and Mystic Orbs during fights and these 
are delivered via crates, which appear randomly on 
each stage. Pull off a spectacular attack, and extra 
experience points may also be yours for the taking. 

There are eight monsters to defeat to win the 
game, the first four are the initial nemeses of each 
selectable characters, and are fought in a different 
order depending on who you choose to play as. These 
first four monsters are Kongou, a mutant ninja who is 
also in the employ of Kenji's master; Lavia, a harpy 
who was responsible for the destruction of Mai Ling's 
village; Hydron. an octopus-like creature who is 
threatening the inhabitants of Tessa's home 
Hauzer, a giant dinosaur left behind by 
the empire to rule over Leo's country. 

After this you tackle K 
four-headed Sphinx based 
stage resembling 
Egypt, then Gi Gi a Stone Idol, 
whose home is a crypt on the 
Finally your 
uest leads you to a floating 
land, where you will 

fearsome, and 
extremely well 
robot, and Varuda, an 
panied by 
eral mythical beasts v 
has a few nasty surpr 
his sleeves. 




vs MODE 

Two player battles are much rr 
ventional, being fought over three 
rounds with just one energy bar. The 
tystic Orb system re 
but there are no experience points or 
life-ups to worry about. 
Disappointingly, it appears that 
only the four one- player charac- 
ters are available in two- player 
mode. We hope there is a way of 
playing the awesome boss charac- 
ters, but if it exists it hasn't 
been revealed yet. 



Whenever your character's power level is increased, you get 

treated to a lovely bit of Capcom artwork. Details of new tech 

niques aod increased attributes are also provided. If you're The character select 

lucky, you may also gain resistance to certain attacks! there a cheat to play 
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by Mii Ling's feet - use a low attack! 



TESSA A beautiful witch studying 
everything there is to know about Super Magic 
Her weapons are magical, created by 
hand. She is a master of ice magic, and her 
powerful moves involve firing deadly spears of 
ice at her opponent As Tessa becomes more 
powerful, she gains the ability to pull off 



herrr 



n thcs: 



LEO A beneficent king whose land was 
overrun by the Evil Empire. A curse was placed 
on him, giving rum the body of a beast, so he is 
fighting to regain not only his country, but also 
his humanity. He is armed with a sword and 
shield, and as he rises through the levels his 
weapons are upgraded. Although Leo is quite 
slow, most of his special attacks are based on dash 
moves. His default Mystic power is Thunder. 

KEHJI Leader of an ancient clan of ninja, 
Kenji is fighting to protect the Tokugawa dynasty. 
He conceals many weapons about his person, 
including knives and a length of chain which he 
uses as a whip. As you power him up, Kenji is able 
to perform another type of super jump in addition 
to deadly new moves. His standard Mystic Orb 
type is Poison. 

MAI LING A young, gifted martial artist 
whose home town was destroyed by the 
Empire. She wears flaming rings on her legs 
which act as her weapons. She seems to have 
the least new moves to learn as you power hei 
up. but she is able to dash in the air when you 
reach Level Ten. Mai Ling is the smallest and 
fastest character, and has Fire Orbs by default. 



WHEN'S IT OUT 

Well technically. Red Earth is out now. V 
in arcades around London, and it won't be long 
before you'll be able to play it all over the country. 
The possibility of a Saturn version looks highly 
unlikely as Capcorn has already stated that no home 
system can handle the power oftheCPS 111 board. The 
fact that the Saturn version of Marvel Super Hi 
has suffered various delays does not bode well for a 
home conversion of Red Earth any time soon. 
Considering the power of the CP- System HI, any home 
version would be severely compromised in terms of 
some sprite effects which the Saturn 
n't handle. But fear not. if the Saturn can't do 
i there's no way the PlayStation can either. 
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OUT HOW 



GRID RUN 

BY VIRGIN £34.99 79% 



Virgin Interactive Entertainment are to 
be credited for at least trying something 
different with Grid Bun. At the heart of 
the game is an extremely simple con- 
cept, that being to "capture the flag" 
and not be IT. Basically, there's a number 
of flags to get, with your opponent's 
task being to get the flag off you (if you 
have it). It's all very simple, one-on-one 
stuff. It's extremely simple, yet strangely 
compelling. And it's pretty cheap too. 
which isn't too shabby. 

The bottom line is though that 




perhaps Grid Bun is too simple for its 
own good. After all. you didn't spend 
upwards of I200 to play games like Grid 
Run. despite its fairly impressive 3D 
visuals. The two-player mode is a wel- 
come addition, but to be honest, it's not 
that much more exciting than the solo 
mode, which is a good indication of how 
good the CPU artificial intelligence is. 

Overall, Grid Run is a nice attempt 
at trying something different and 
although its simplicity is probably its 
greatest virtue (leading to some 
amount of gaming excitement}, it's also 
the best reason why it's not really wortt' 
your money. 



CRUSADER: NO REMORSE 

BY EA £44.99 68% 



EA are definitely on the right track by 
getting Origin (the western world's 
adventure game experts) to bring their 
wares onto the Saturn. The Ultima 
series is rightly celebrated as one of the 
best RPG series ever to hit PC screens. 
Crusader: No Remorse was also hailed 



SOVIET STRIKE 

BY EA HBA 90% 



The Strike series was deaily a huge success 
for Electronic Aits and the company have 
finally seen fit to continue that excellence on 
the next generation machines, with the Sega 
Saturn getting the best version I Which is pietty 
cool eh readers? 

So what's the deal then? Well, basically Soviet Strike continues the 
gameplay principles established in previous Strikes. The difference is that this 
Satum game does everything so much better with more weapons and far, far 
superior graphics. The "photo- realistic" visuals really ate stunning to behold 
and there are some awesome explosions and what-not to appreciate. The 
overall look is excellent - in fact, the only downer is the quality of the 
scrolling. Because of the dynamic loading from the CD, the scrolling suffers 
from a pretty low frame rate and dire scrolling. Still, the sheer excellence of 
the gameplay more than makes up for It. 

EA have also done us proud with a fairly decent PAL conversion, but more 
to the point, they have cleaned up all of the problems the PlayStation version had. 
The gameplay balance has been improved, there are some super-weapons to find, 
plus there's a general improvement in the level of tidiness. It's all very impressive. 
Overall, the scrolling is irritating, but everything else about the game that is 
Soviet Strike is pure class. That being the case maybe you should just go out and 
buy it eh? 





by the PC press, combining the gore and 
some of the action of Doom with the 
adventure expertise that Origin have 
continually displayed 

Well, that was obviously the idea 
Unfortunately, this merging of ideas 
hasn't really paid off. To begin with, by 
Saturn standards the graphics in 
Crusader are absolutely monstrous. 
There's nothing here that the Megadrive 
couldn't do and I've certainly seen supe- 





rior scrolling on the 16-bit machine - the 
jerky mess we have here just isn't good 

Saturn's 2D prowess is criminally under- 
used here... even the full-motion video is 
not particularly impressive. 

On the plus side, there's plenty of 
game for your money and the adventure 
itself is quite entertaining, if a tad lack- 
ing in the variety arena. 

This isn't particularly the best 
entrance from Origin, particularly as the 
same company has been responsible for 
some gaming epics such as Wing 
Commander, Privateer 2 and Ultima, all 
of which would have been far more wel- 
come than this disappointing effort. 



MARIO ANDRETTI RACING 

BY EA E44.99 83% 



-ally go' 



is of 



1 it comes to rac 
Saturn owners can't 

After all. with good 
Daytona USA and Sega Rally 

promising conversion in the form of 
Manx TT Superbike) in the bag, for 
something to come along and seri- 

proposition. 

Mario Andretti Racing actually 
has a lot going for it. The 3D. 
although lacking in detail in some 



oftra 






indthe 



:alth 



1st e 



ry. very impres- 
sive. The usual EA Sports presenta- 
tional frippery is beyond compare too, 

pletely redefine your car being most 
welcome indeed. Add a choice of indy 
Car and NASCAR vehicles and you 
have a potentially deep simulation, 

Gameplay-wise. Mario Andretti is 
pretty playable Like all good racing 
games, it takes a fair old while to get 
the measure of the handling, but what 
the game offers is solid entertainment. 




n.'/f: 



andvi 



al panache, Andretti's not so cool and 
the PAL translation is flakey (make 
that virtually non-existent). That's 
probably the worst thing about 
Andretti Still, it's smoother than the 
PlayStation version, which always 
goes down well in our books. 

Not essential, but certainly no 
disaster, this is a creditable EA release 
which bodes well for future titles. 



TILT! 



IN £34.99 85% 



.■„'. 



You might notice that theo 
for Tilt! has decreased a littl 
month. This isn't down to any revelath 
about the game's quality, more to do 
with a difference in opinion. Paul 
Glancey was well impressed with this. 
but I (Rich) have to admit that pinball 




game; just don't turn me on. With all of 
the 3D (and indeed 2D) power at the 
Saturn '5 disposal, I just think that some- 
could issue forth from Virgin. 

Admittedly, pinball simulations 
don't really get that much more enter- 
taining than this The realistic dynamics 
are pretty impressive with the ball actu- 
ally moving and ricocheting just like the 
real thing. The range and content of the 
tables themselves is also pretty cool. 

The thing is. though., well, the 
Saturn is a videogames machine. As far 

whole new arena of potential for this 
genre. Take Megadrive Devil Crash (or 
Dragon's Fury as it was known in the 

UK). That managed to successfully mix 
videogames elements with the skill of 
pinball and personally I rank that as 
being superior to this. If realism is really 

spending a couple of quid on a variety 
of tables available at your local arcade 
rather than lay out £35 for this. 
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DIE HARD ARCADE 

6V SEGA E44.99 80% 



to cause some controversy. You see, Die 
Hard Arcade looks like being one of the 

Saturn's finest hour; when you first 
boot up the machine. The game's basi- 
cally Streets of Rage in jO but with even 
more outrageous fighting action. It 
looks superb, the update is very smooth 



indthi 



■Herri 




The game really is brilliant fun. What 
sets this apart from Streets of Rage and 
its 2D brethren is the effort that AMi 
put into the control method. They 
successfully melded aspects of 
flrtua Fighter into the basic Final Fight 
■tyle o" gj""epiay, meaning that the 
>iggest challenge the game offers is 



ha> 






:-.nqu: 



,^-y.ng 



there are several different 

able depending on whatyi 

in your hands, which again increases 

the game's opportunities still further. 

The big problem is Instability. For 
a start, the actual length of the game 
is disappointingly short. This would 



beal 



■ight w 



itfortl 



of credits given, plus the bonus 
game's propensity to hand out sc 
of extra credits (this Deep Scan a 



lastabilityeven 


further). Some gam 


modes to play a 


s the meanies wouk 


have been cool 


but really Die Hard 


Arcade needs e 


tra stages - even 


novice gamers 


an blast their way 


through the en 


re game in less tha 



hour and apart from discovering the 

As it is. what we have is a 
supremely enjoyable but short-lived 
game. The real challenge probably is to 
get through on one credit. It's just a 
shame the game throw; so many at 
you! Even a HARD difficulty setting 
would have been appreciated, but even 
this i; missing from the game, hamper- 
ing lastability still further 

Die Hard Arcade is a clear indica- 
tion that some games work far better as 
coin-ops and regardless of the quality of 
the conversion need major work to be 
successful home title; 



DIE HARD TRILOGY 

BY Et £44.99 90% 




m, albeit with huge blasting 



This game was a massive success on 
the PlayStation and Piobe Software 
have finally got around to 
completing the Saturn rendition of 
this hugely popular title. As you can 
gather from the title, this game suc- 
cessfully brings the action and 
excitement of all three Die Hard 
films to the Saturn. 

Die Hard is a decent, 14 level 
excursion Into the skyscraper 
headquarters of the Nakntomi 
corporation. This is decent Fade to Black style ; 
overtones, which is as it should be. Die Harder is solidly entertaining Virtua Cop 
style action. Of course, this isn't a patch on the AMi games, but it's certainly a 
worthy addition to the pack. Finishing off the "thrillogy" is Die Hard with a 
Vengeance, a driving game through the streets of New York (although there's a 
disturbing lack of skyscrapers - haven't the programmers even seen NY?), Still, 
this is probably the most entertaining 
episode of the lot as you track down 
various bombs and generally cause 
much road-based havoc. With all three 
games on a single CD, it's difficult to 
avoid recommending this title. Yes, 
it's a bit jerkier than the PlayStation 
version (a shame Probe couldn't 
match the quality of the Alien Trilogy 
port) but the fun and excitement 
remains and that's what is important. 
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GOLDEN AXE: THE DUEL 


£39.99 


75% 


SHELLSHOCK 


£44.99 


73% 


MLOU UUI /ft 


in 




GUARDIAN HEROES 


£44.99 


93% 


SHIN0BI-X 


£59.99 


69% 








GUNGHIFFON 
HANG ON 95 


£44.99 
£39.99 


BB% 
50% 


SHOCK WAVE ASSAULT 
SIM CITY 2000 


£59.99 
£19 99 


55% 
58% 


ACTUA GOLF 


£44.99 


90% 


ALIEN TRILOGY 


£44.99 


85% 


HARDCORE 4X4 


£44.99 


76% 


SLAM 'N JAM 


CB.93 


69% 


ALONE IN THE DARK 2: JACK'S BACK 


£39.99 


52% 


HEBEREKE'S P0P0IT0 


f. 59.99 


68% 


SONIC 3D BLAST 


£44.99 


B2% 


ATHLETE KINGS 


£44.99 


90% 


HIGHWAY 2000 


£39.99 


60% 


SPACE HULK 


£35.59 


90% 


BAKU BAKU ANIMAL 


£29.99 


93% 


THE HORDE 


i.tt.39 


88% 


STARFIGHTER 2000 


£39.99 


72% 


BATMAN FOREVER 


msa 


63% 


IMPACT RACING 


£39.99 


85% 


STREET FIGHTER ALPHA 


£44.99 


93% 


BLAM! MACHINEHEAD 


£44.99 


64% 


JEWELS OF THE ORACLE 


£39.99 


60% 


STREET FIGHTER ALPHA 2 


£44.99 


95% 


BLAST CHAMBER 
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£44.99 


92% 


STREET FIGHTER THE MOVIE 


£44.99 


43% 


BLAZING DRAGONS 


£39.99 


23% 


JOHNNY BAZ00KATONE 


£44.99 


3B% 


STREET RACER 


£44.99 


B2% 


BIG HURT BASEBALL 
BREAKPOINT 


£44.99 

£44.99 


5B% 
78% 


JVC VICTORY BOXING 
KRAZY IVAN 
LOADED 


vlJ.M 
£39.99 
£44.39 


80% 
75% 
84% 


STRIKER '■<<> 
TEMPEST 2000 
THEME PARK 


£44.99 
£24.99 
£44.M 


75% 
BOS 
05% 


BUBBLE BOBBLE PACK 


£29.99 


92% 


MAGIC CARPET 


£44.99 


66% 


THREE DIRTY. DWARVES 


■ 


65° r. 


BU6! 


£49.99 


79% 


MANSION OF HIDDEN SOULS 


£39.99 


50% 


TIME WARNER'S VIRT0A RACING 


£44.99 


59% 


BUG TOO! 


£44.99 


85% 


MIGHTY HITS 


£29.99 


67% 


TITAN WARS 


£39.99 


53% 


CHAOS CONTROL 


£39.99 


56% 


MYSTARIA 


£39 39 


79% 


TOMB RAIDEH 


£44.99 


94% 


CLOCKWORK KNIGHT 


£39.99 


64% 


MYST 


£44.99 


71% 


TOSHINDEN REMIX 


£44.99 


06% 


CLOCKWORK KNIGHT 2 


£39.99 


83% 


NBA JAM EXTREME 


£44.99 


70% 


TOSHINDEN URA 


£44.99 


60% 


COMMAND AND CONQUER 


£49.99 


94% 


NBA JAM TE 


. :-.. :, 


83% 


TRUE PINBALL 


£39.99 


71% 


CRIME WAVE 


£39.99 


73% 


THE NEED FOR SPEED 


£39.99 


75% 


TUNNEL B1 


£44.99 


85% 


CYBERIA 


£39.99 


77% 


NFL QUARTERBACK 


£44.99 


78% 


ULTIMATE MORTAL KOMBAT 3 


£44.99 


91% 


CYBER SPEEDWAY 


£39.99 


66% 


NFL QUARTERBACK CLUB 97 


£44.99 


65% 


VALORA VALLEY GOLF 


£39.99 


74% 
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78% 


NHL HOCKEY 


£44. h3 


76% 


VIRTUA FIGHTER KIDS 


f.33.55 


91% 


DARIUS GAIDEN 


£29.99 


79% 
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£14.33 
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VICTORY GOAL 


<;:■&.:■'! 


57% 


DARK SAVIOUR 


E4S '15 


92% 


NIGHTS 


£59.99 


96% 


VIRTUA COP 


£41.93 


94% 


0AYT0NA CCE 


£49.59 


90% 


NBHT NARRK>RS:DARKSTALKERS REVENGE £44.99 


93% 


VIRTUA COP 2 


E44.33 


SI 


OAYTONA USA 


£■19.99 


92% 


OLYMPIC SOCCER 


£39.99 


84% 


VIRTUA FIGHTER 


£49.99 


11 ■ 


DEFCON 5 


£44.99 


67% 


OPERATION BLACKFIRE 


•39.95 


75% 


VIRTUA FIGHTER 2 


£49.99 


9B% 


DESTRUCTION DERBY 


£39.99 


6B% 


PANZER DRAGOON 


£.19 99 


86% 


VIRTUA FIGHTER REMIX 


£29.9! 


91% 


DIGITAL PINBALL 


£39.99 


59% 


PANZER DRAGOON 2 


£49.99 


93% 


VIRTUA OPEN TENNIS 


£39.99 


68% 


DISCWORLD 


£39.99 


72% 


PEBBLE BEACH GOLF 
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77% 


VIRTUAL ON 


49.99 


94% 


DOOM 


£44.99 


56% 
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£44.99 


66% 


WING ARMS 


£39.99 


68% 


EXHUMED 


£44.99 




PRO PINBALL: THE WEB 


£49 99 


70% 


WIPE0UT 
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86% 


EURO '96 


£44.99 


80% 


RAVMAN 


£44.99 


59% 


WORLD CUP GOLF 


£49.99 


68% 


FIFA '06 


■ ■ ■ 


79% 


REVOLUTION K 


£39.99 


40% 


WORLD SERIES BASEBALL 


Ei'i. : i!i 


81% 


FIGHTING VIPERS 


£4999 


94% 


R0B0TICA 


■ 


55% 


WORLDWIDE SOCCER '97 


£.'4.33 


94% 


FIRESTORM 


£44,99 


84% 


SEA BASS FISHING 


£39.99 


80% 


WORMS 


■ -■ 


83% 


GALACTIC ATTACK 


£39.99 


72% 


SEGA AGES 


£39.99 


91% 


WWF WRESTLEMANIA 


£39.99 


80% 


GEX 


£39.99 


71% 


SEGA RALLY 


£49.99 


17% 


K-MEN: CHILDREN OF THE ATOM 


£43.99 


92% 
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Introducin 



DIGITAL 



Some people are viewing Digital Dance Mix as 
some kind of benchmark as to what the VF3 
characters could look like. But what II the 
cart upgrade rumours are true...? 





helves in early 
d. For a start, there 

:h - try Virtual 







Yu Suzuki's concept title for the Saturn hit 
January and as expected, it's well... a bit 
point at all calling Digital Dance Mix a ' 
Music Video and you'll be closer to the mark. 

The centrepiece of Digital Dance Mix is the 3D rendered versioi 
Japanese pop siren Namie Amuio • AM: have created a high resolut 
model of the singer and animated her with some excellent motion 
capture, all at a super-smooth 60 frames per second. The result 
looks lovely indeed, with extra animation provided by some 2D 
polygon dancers mimicking her movements in the background. 
Incidentally, a great deal of the look of the video can be 
customised. There are a few different Amuro costumes to choose 
from (the colours ate also selectable), along with a choice of 
backgrounds and such and such. You can zoom in and out to your 
heart's content and spin around the action as much as you want,., 
which is just as well consideting that there's little else to do in 
Digital Dance Mix Theie are a few mini-games for you to examine 
(seethe relevant screenshots), but in the end Dance Mix is 
spectacularly without point, unless you're really in Namie 
Amuro- and sales of over 100.000 in Japan would seem to indicate 
that the market does exist. 

This is a pretty brave idea for Sega of Japan but at around the 
equivalent of £20, this Virtual Pop Video is very expensive consider- 
ing what it offers. 

But what if the VPV was given away "free" as part of, say, a CD 
single? Who knows? Digital Dance Mix may well pave the way for a ne 
use for the Saturn As it is, Yu Suzuki hasn't given up on his current 
concept yet - next in line for Japanese consumers is a Digital Dance 
Mix volume II. featuring Sarah and Pai from Virtua Fighter! Nnnargh! 



shape- matching mini-game. 




Dear Newsagent 

I wish to dedicate my very life to the monthly periodical known 
as SEGA SATURN MAGAZINE. To that end I require you to "put it 
aside" on a monthly basis and keep it in pristine condition. You 
hear me? Good. Thank you. 



NEXT MONTH... 
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True excitement gains magazine form with next month's 

SSM. Resident Evil is explored in more detail, Syndicate 

Wars gets a closer look, plus well have reviews of the * 

like of Super Puzzle Fighter II Turbo, Independence Day- ^f..% 

plus a whole (oad more! Let there be no doubt about the t 

POWERoi 
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